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BRAND NEW 


A superb new arcade game which will prove a challenge to even 
Ihe most seasoned player. Control the bounce of a ball to jump 
onto various platforms and find the exit, picking up points on Ihe 
way. Sounds easy? W hat if some of the blocks disappear after the 
first bounce? W hat if some of the blocks are uni-directional 
bouncing you back the way you came? What if some blocks have 
to be used as lifts to reach inaccessible areas? Add to all that 
reverse control on some screens and .12 levels of increasing 
difficulty and you have a game that will challenge you to Ihe limit. 
If you do manage to beat all 22 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games 
of your own. 


★ Smooth horizontal and vertical 
scrolling 

★ Excellent music 

★ One or two players 

★ Access to any level already 
completed after every 4 levels 

★ Level editor to design your own 
games 

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 


A BRAND NEW XL/XE ROM CARTRIDGE! 

EXCLUSIVE TO PAGE 6! 


PAGE 6 is proud to be 
able to bring you these 
two superb new releases 
for the XL/XE. There are 
still a number of programs 
being released for the XU 
XE but we have always 
been extremely selective so 
you can be sure that new 
programs from PAGE 6 
are of the highest stan¬ 
dard. ENIGMATIX is the 
first major program from 
a British programmer for 
some time and we are 
proud to make it avail¬ 
able. 


Yes. believe it or not. we have tracked down a brand [ 

new ROM CARTRIDGE tor the XL XE from L.ndasoft L- ■■ 

in Italy who have produced this in conjunction with I icvct JL A X 

Atari Italy. f \ 

HYPNOTIC LAND is a version of the massive ST hit ^ m 
KLAX - a highly addictive, highly entertaining game that will challenge you to complete the first 
tew levels and have you coming back for more - again and again! 

The aim in HYPNOTIC LAND is to redirect mineral elements in the form of coloured balls into the 
corresponding coloured cup at the end of a ramp. To do this you must place arrows on the ramp 
to redirect a ball into an adjacent column. Remember to only put green balls into the green cup 
and so on. It seems easy but once you have mastered the first level, some despicable monsters 
start to appear to try and steal the balls. You can shoot them with the joystick but don't forget you 
also have to keep one eye on the ramp! Sometimes special shining extra-balls will appear which 
can go in any cup and give bonus points. 

HYPNOTIC LAND requires skill, concentration and quick reflexes. Can you manage it? 

Like all the great classics a simple concept that has provided the foundation for a stunning and 
addictive computer game 

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines 

A BRAND NEW ROM for £12.95 


To order these products 
use the order form en¬ 
closed with this issue or 
telephone your order to 
us on 0785 213928. We 
accept Visa, Master¬ 
Card and Switch 
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PAGE 6 welcomos and encourages its readers to 
submit, articles, programs and reviews tor pub»i 
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cassette, articles should wherevor possible be 
submitted as text hies on dish We seeh to en 
courage your participation and do not have stnet 
rules tor submissions It something interests you. 
write a program or article and submit it' 

All original articles programs and other material 
in NEW ATARI USER is copyright ot the author 
as credited All uncredited material is copyright 
PAGE 6 Unless containing the by line All Rights 
Reserved any material in NEW ATARI USER 
may be reproduced by User Groups and other 
non-profit mahmg organisations provided that the 
author s name is included and PAGE 6 is credited 
as the original publisher Permission to pubhsh 
elsewhere should be obtained trom PAGE 6 or 
the author. Editors ot newsletters reproducing 
material are requested to send a copy ot the 
relevant issue to the Editorial address ot PAGE 
6 Whilst we tahe whatever steps we can to 
ensure the accuracy ot ancles and programs and 
the contents ot advertisements PAGE 6 cannot 
be held liable tor any errors or claims made by 
advertisers 

ATARI |TM) is a registered trademark o» ATARI 
CORP All reterences should be so noted 
NEW ATARI USER is an independent publication 
and has no connection with Atan or with any other 
company or publisher. 
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THE CREDITS 

All of I he usual slulT Is on page 3 but lure arc 
the people who made this Issue possible 
Les Elllngham did all I hr usual work In 
preparing ibis Issue and Is constantly 
amazed by thr level of support that Atari 
owners Rive with lots of Rood articles and 
nrotirams In this issue and In the pipeline. At 
I his rate the Alan H hit mlRht outlast the SP 

Sandy looked after the Reneral udmln and 
various other iIiIhrs al the ollUr Inrludlnft 
cltasInR the adverts and now als«> ckx-s the 
postman's job by lakinR all our lmall to Ihe 
sortniR ofiler (can you brlleve that Royal Mail 
charge £400 a year to collect the mall, and 
that Is In addition to the postage!) 

Paulette tended to most of the orders ennui 
HiR that the poet is ready to ro out before tbr 
traffic builds up Unit she keeps saylriR it is 
cold, no resistance these younRsters!) 

The Regular Contributors, who provide the 
buckbone of the maRa/Inc and can generally 
Ik- relied ii|K>n to come up with Rood articles 
and reviews, are .... 

John S Davison John Davison Jr 

John Sweeney Paul Rlzon 

Damon Howarth Ian Ftnlayson 

Allan J. Palmer The Tipster 

All other contributors lor this Issue arc Indt 
vtdually credited uloriRsldr ihrir urtkles or proc 
rams. Thank* to rvcry»*xly for sharing their rn 
Ihuslasm with other Atari user*. 

This Issur only three ( IK have accompanied 
t/ie prcixirutlon and they trill be utom oul 
soonf Top oj the list I* REM who I have been a 
bit unsure of In the past. Thetr latest. Aulama 
lit For The People is. houwer. excellent con 
talnlnq much more slower and melodic tunes 
and MOWultng. on one track at least, like a 
10.000 Maniacs clone. Next up IsJoan Baez 
whose new album got some rate reviews In 
the music press but II Is not much different to 
her past few albums. I guess that what has 
made it Better Is some good PR from there 
cord company, foumallsts fend to In- fn/lu 
enced Im/ these things. The third one Is. yet 
again. Neil Young, which has been /tUiyed 
now for months on end. Must be t/ootl! Then • 
are several others that should hare joined the 
list but CP's are now an unheUei'abte £13.99 
each (for non chart stuff) and so I have to Ite 
selective. Vie biggest temptation at the mo 
men! Is 10.000 Maniacs. Maybe next time? 

The next Issue of NEW ATARI USER could 
feature YOUR article or program. 

so SEND IT IN NOW! _ 

PAt.E 4 .to... just -bat you can do w„h you, \lun 
AT AH I VSkK always been cr ruled entirety w, rt Man 

equipment. imUHBy an ih, XI but morr lately 
ST and other Muff. "to. nerds IV* o* Mar* ’ 
exception of the final output an a I matron and the u*e of am 
in-house repea camera foe the photo* and Usangs e.erythmg 
is done an the ST. Hardware metudes a Mega ST2 t upgraded 
to JMb). SMI IS Man,toe. Supra MMb Hard Disk. am Man 
later muter. CMutt I24D pnnter. Ph.Ups CMUUi momtoe. 

I toys. XtSSI dl*k dr,If. HIO dt\k dnet. ASO interface. AM 
noli pnnter. Pone,pal Software u*ed „ Protect and fUet 
Street Publisher SO Other software metude* henna. Ian- 
Talk. Turbo Basic and tanoa* custom written program* on 
the XUXE. Articles and program* submuted an XUXE disk, 
arc objected to eaniaus custom wntten programs before 
being transferred across to the ST eia TAKITAI A. 
editing ,s done with Protext and pages are tout out wuh I leet 
Street Publisher. \ disk with the f,n,shed page, as Postscnpt 
file* is sent to a typesetting bureau to be output on a I Matron 
and. hey presto, finished pages are sent back exactly as you 
see them. It call, doe, work.’ AU that ,s left it to drop m the 
listing* and photos. 

H ,11. it’s not quite as easy as that but you get the idea _ 


E very long icnn Atari 8 bit owner will know thal vciy little new software 
Is being produced for their machine. Thai s only to be expected for a 
machine whose manufacturer gave up the ghost long ago but what Is. 
perhaps, more surprising is how quickly the same sort of situation is developing 
with the ST. This issue we have, probably, the smallest ST coverage we have 
ever had and this is because the steady torrent of review software of the past 
has now become Just a trickle with more and more of the major publishers 
Ignoring the ST In their future plans. 

Looking through the software release schedules In the computer trade maga¬ 
zine CTW reveals that almost all the new releases are for the PC or the Amiga 
and this Is confirmed by the press packs given oul by the major software 
publishers. Looking through most of them will reveal only, perhaps, one new 
release due on the ST this year, whllsl dozens are scheduled for the PC. One of 
Ihe effects of Ihls lack of Inleiesl In the ST Is lhal the major advances In 
software design arc now concentrated on oilier machines and whal new re¬ 
leases there an- arc overshadowed by Ihe quality of product elsewhere. Tills Is 
particularly prevalent In Ihe realm of role playing games and advenlures which 
have progressed steadily on Ihe PC and all bul disappeared on the ST. 

In Ihe computer software Industry II Is Impossible lo forecast wlmt will be Ihe 
next phenomenon because Ihe Industry has only been around a dozen or so 
years. The big thing al the moment Is. oreourse. Ihe games consoles where 
addicted youngsters arc willing lo pay between £40 and £70 for a single game. 
Do prices such as these ring any bells? Who would have believed lhal the 
computer world would come full circle with Ihe 1990 s equivalents of Ihe Atari 
2600 dominating sales and software production? 

What is sad about llic current console dominated market Is lhal many of Ihe 
games for Ihe Sega and Nintendo at £40 upwards arc no more playable than 
dozens o( similar games on the Atari XL/XE. Why Is It though lhal Ihe majority 
of users of Ihe besl home compulcr ever made would nol dream of paying these 
prices for software? II Is hard enough lo sell a new game priced al under £10! 

sun Ihe fad may nol Iasi and Ihe consoles may go Ihe same way as those early 
games only machines when users find thal all they can do for something new Is 
fork oul another 50 quid! Wllh an Atari XL/XE. on the other ha,id. you can 
come up will, dozens of other uses, even wrile your own software for nothing. 
Maybe that's why Ihe 8 bit lives on and why those who abandon Ihe 8-blt world 
seem lo suffer withdrawal symptoms. You would be surprised al Ihe number of 
phone calls we get from folks who want lo replarc 8-bll equipment they sold a 
year or Iwo ago! 

Slay with II. folks, there's more life In the old Atari than you might imagine! 


RAILROAD TYCOON WINNERS 

The winner ol our competition Iasi issue 
lor a copy ol Microprose's RAILROAD 
TYCOON was S. Gamer of Derbyshire. 
Microprose also kindly donated a T-shirt 
for the runner up and this was won by 
B. Walker of Bradford 


Jit i £ [tiny it am 


Coming Next Issue... 

CROOKED HOUSE - a new 
game from Bill Halsall 

MULTILOAD - a neat way of 
autobooting your disks 
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Cloamoc* ltarn* XL/XE Dl»k» New ROM* In Slock 

Actonl Runt.m# _ It 00 A-ceOe Fru« Mecftine .... C3 99 Acm ol Ace*..£14.95 

Acton* Took* SoW 0/1 Aiy^m f 3 99 Cavern* ©1 Uvi.£5 95 

Con.«MK r* ftmek £12 00 Bhr*r* Scary Scftool £3 99 Cro**bow (light Bun) £ 14.96 

Cofhtruwg Soarnk £12 00 Cavern*..£3.99 Oig Dug...£5 99 

OMO* Racer .£ 2 00 DoORUM ii .£3 99 Donkey Kong .£ 7.49 

DOSXE • Menu* £700 D-mfl f399 P*noo.£5.99 

GtapNcs AOvMutm £11.00 Jocfcy W.I*on • Dafl* RobOfOo 2084 .£6 99 

jmott CiHOM . £2 00 Cha«enge...£3 99 Delme Invader*.£4.95 

Magnonmiu £11 00 J»*oFir»r . £3 99 Standnrd Prloe ROMs 

Demon / U*mory Kenny Dalgleh Soccer Archon ...£5 95 

Man*_£200 Manager £3 99 AMeroKM.£6 99 

MEGOOrremupgr** £28 00 l*» Vega* Ca*<no £3 99 Barnyard BlMler £5 95 

MEC4S mtruoarad* £28 00 Mallet# Ch«*e". £399 (RMufM Ughtgun) 

McroK* BASIC. £5 99 Dark Chants .£9 95 

M**®n Aiia-ows ... £200 Mv a. Force . C3 99 David* Mrfmgbi Mag* f 5 95 

NYC . £2 50 Mr Robot and hit RoOot Defender. £699 

PowVRocW . £700 Factory . £3 99 Demo 


.Cartridge .£15 00 

IVJou*t/M*. PACMW 

_ _ jOnOn# N©Manual*) 

£3 99 D#*#rt Falcon.£5 95 

£3 99 Owgn#/* Penol.£3 95 


£3 99 Don«ey Kong Jnr 

Final l#gacy. 

£5 99 Food F«hl. 

£3 99 GaUjnan. 

£3 99 Gaio . 


Kabooml 


Lod# Runn#r 


Com® and m®«i us at the 
longleat Radio Rady 
27th Juno. 1993 


M»*ile Command .£4 95 

Moon Patrol .£5 95 

Necromancer.. £14 95 

Graim Products PACMAN...£5 95 

Datatan S#nal Interlace 8 Pole Pcertion...£ 5 95 

MA-IAMdwm £29 99 R#tcu# On Frertalu.l £5 95 

DgiOum U £3 99 Return otlhe Jed< .£9 95 

Gutrt* Board £TBA Riv#r RaW .£3 95 

M DlMaMar ■ . 09 96 Star Raders.£ 6 99 

R*p»y Sound Sampling Siar Raider* II.£ 5.95 

System - — £34 96 Super Breakout.£ 5.95 


Other Products 
ittXLENT Word 
Processor C 

Mooorr* Pva*»l Prr*#. 


£15.00 


£1500 


Atari ST Software 
Geography 
Mugshotl ... 

Xtormer Inti 
nformatior 
10 % valued 


Special Price ROMs 
Ba«t>ia»r ... C 4.9 

Blue Mai...£45 

Eastern Frort (1941).... £ 45 

Fight Noht.£45 

Hardball.£45 

Joust .£9.9 

Millpede.f 8.S 


£1000 


Flower Garden is the bonus on this issue's disk which also 
contains all ol the other programs from this issue ready to run. 
There are also occasionally extra bonus programs on these 
disks. Disk subscribers will receive their disk with the maga¬ 
zine but others can purchase the disk separately for £2.95 by 
writing to PAGE 6. P.O. Box 54, Stafford, ST16 1DR. Telephone 
orders using your credit card can be accepted on 0785 213928. 


Mm £5 00 


20th Mar 1993 and supersede all previously Tenm*. 

Ait puces correct al lm* ol going to press. _ 

*teaM sand 2 12 *p stare# fc» m cautogv* »iT> tu* sodxi dtsotttons 


GRALIN International 


DISK BONUS 


hy Tutor .... 
1 - 

... £12 50 

...... £5 00 

Interface.... 

....£19 95 


MILES BETTER SOFTWARE 


In the beginning ... 

there was one retailer that provided 
the widest possible support of Atari 
computers 

Now ... 

that company is still supporting the 
Atari XL/XE with a wide range of 
cassettes , disks and ROM cartridges 

If you want software for your XL/XE or ST 
please phone or write ... we have far to 
much stock to list and we may have just 
the title you are looking for 


MILES BETTER SOFTWARE 
219/221 Cannock Road, Chadsmoor, 
Cannock, Staffordshire, WS11 2DD 
Telephone (0543) 466577/8/9 


FLOWER GARDEN 


by Anastasios Bonidis 

F tower Garden is a simple lo use program that creates many beautiful 
symmetric designs for you lo save or print out All that ts required is tor you 
to enter two simple parameters and the program will begin to design a 
picture based on these You can stop the drawing at any point or allow the 
program to plot all available points 

In order to speed up the drawing process the program uses a translator 
which speeds up the maths process When you boot the Bonus side ot this 
issue s disk you will be presented with an XLXE to 400 800 translator Use 
the SELECT key to change the floating point routine to fast and then press 
START which will toad and run the program 

Initially you will be asked to enter two parameters Simply enter any number 
you wish between 1 and 360 and watch the program create its first drawing 
You may either wait until this drawing is completed or press the OPTION 
key whereupon you will be presented with a menu ol choices 

Option 1 allows you to enter another two co ordinates to begm a new 
drawing 

Option 2 allows you to print the design on screen on a 1029 printer m a 
choice ot tour different styles 

Option 3 saves your design to disk in vertical compressed Atari Touch 
Tablet (and Koala Pad) tormat 

option 4 gives you the opportunity to toad pre drawn screens from disk 
Drives 1 and 8 (ramdisk) are supported in both toad and save options There 
are a number ol saved screens already on the disk 

Option 5 changes the colour contrast on screen so that you can choose 
the most effective colours for your design 

Option 6 animates the design by cycling cotour registers and also plays 
one ot three available Christmas tunes 

Anyone can have fun with Flower Garden but programmers may also find 
some of fhe routines used ot interest The program is written m Basic and 
so can be listed and sections of the program modified or lifted for different 
applications Routines of interest may be fhe vertical compression saving 
routine (lines 93 to 101). vertical compression loading routine (line 101 and 
86 to 92). moving border routine (lines 80. 102. 110 and 111), the multi 
coloured Graphics 0 and 8 routines (lines 111 and 114), the indirect' 
Graphics 15 command at line 63 (especially useful for 400800 owners smee 
Graphics 15 is not directly supported by these machines) and the Graphics 
8 screen dump routine (lines 112 and 121 to 141) which cam be modified 
to suit other printers 

Thanks and acknowledgements for many routines and ideas go to Jefl 
Bader's excellent book Basic Turbocharger, to ANTIC magazine and various 
PAGE 6 library disks. 
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Mailbag 


Allan J Palmer 
sits in the hot seat 
at the sorting office 
awaiting your 
letters on all things 
Atari - get writing! 

Send your letters to 

MAILBAG 
Page 6 Publishing 
P.0. Box 54 
STAFFORD 
ST16 1DR 


Welcome to my second Mail 
bay column. The trickle of 
new letters has begun to 
grow, but I look forward to 
more arriving and plenty of 
feedback on those pub¬ 
lished. In the meantime, 
here's another selection from 
the Page 6 sorting office ... 

Allan Palmer. Mailbag Editor 


CONGRATULATIONS 

With PAGE 6 reaching Its Tenth Annive¬ 
rsary. the most recent batch of mall has 
included a number of congratulatory mes¬ 
sages. Including this from Leslie Benson of 
Hythc. Kent: 

At Hingley Hull I was lucky enough lo 
obtain copies of the first twelve issues and 
etui appreciate the gradual advance, not 
only In quality but also in the knowledge 
and experience of all concerned. Way back 
In 1983 I had never heard of Atari and it 
was several years later that I obtained my 
first 600XL and Income acquainted with 
PACE 6. Since then I hate looked forward 
to the new issue even / luo months." 

HARDWARE ADVICE 
WANTED 

Congratulations were also Included In a 
letter front Mr. F Fry of London SE23: 

"/ am writing to let you know how much I 
enjoy i/our magazine which I hate been 
reading since issue 44 (June/July 1990/. In 
May of 19901 was given a defunct 65XE 
which teas about to be cast out as scrap so 
h rescuer! it to attempt to salvage it. 

After cleaning and reassembling the 
Juice-stained and biscuit crumb covered 
console. Mr. Fry found himself with a 
working Atari 65XE and then realised he 
needed additional hardware and software 
to create a fully usable system. Like many 
others, he discovered that the Atari Classic 
Is not a machine with support In any high 
street or even specialist shop. Then he 
found New Atari User. 

"...and ucis agreeably surprised to find a 
number of adverts for the support of the 
8 hit scene. My setup now consists of 65XE 
computer. XCI2 rtcortler. 1050 disk drive 
and 1027 printer. I am still only a novice at 
the computing game and still nerd lots of 
help as I propose to purchase a colour 
monitor and another printer in the near 
future. I wonder if some kind reader who 
just happens to he a hardware genius 
would like to write an article for the mag 
suggesting suitable monitors and printers 
to extend my existing system a brief ex 
planation of the terms ANALOG RGB. EGA/ 
CGA. VGA as used in reference to monitors 
would be appreciated. 

An article on printers has already 
appeared - I suggest you see if Page 6 still 
have copies of Issue 33 which included a 
comprehensive feature on The Printer 
Jungle". If you refer to issue 48. you’ll find 


a review of the Citizen 120D printer. When 
it comes to monitors that's another story 
which doesn't seem to have been explored 
in print to any great extent, so this Issue’s 
first challenge to readers is what moni 
tors do you use/recommend for an Atari 
Classic system? 

WORD PROCESSING 

The article about printers mentioned 
above should also help Diane Hcyca of 
Bury. Lancs who wrote: 

"/ would like lo use my 800X1. for word 
processing. I have AlariWriter Plus soft 
ware and an old broken 1027 printer. What 
I am wondering Is whether there are any 
printers available to buy new7 Would it be 
a good idea to buy new word processing 
software If the printer Is quite advancedT 

Just to highlight the main points to con¬ 
sider any new non Atari printer will re 
quire an Interface to connect It to your 
Atari computer. The Interface that seems 
most available at the moment is the Mlc- 
rolTlnt Interface from Gralln International 
or Derek Fern. AlariWriter Plus, by all re 
ports. Is a comprehensive pac kage which 
includes a custom printer driver create 
facility so you should llnd no need to con¬ 
sider a new word processor. 


USER GROUPS 

It's a pity that there don’t appear to more 
local Atari User Groups - In their heyday 
these were great places lor answering the 
sort of questions posed by Mr. Fry and 
Diane above. Maybe there are more Atari 
User Groups than we think? M Lathbury 
of 18 Beechwood Crescent. Amlngton. 

Tam worth. Staffs B77 3JH advises that: 

/ am currently putting together a list of 
any 8 bit User Groups in Britain or else 
where for that matter, and would like It 
vent much if any User Group reading this 
would send me information concerning 
where their group is based, the name of the 
group, the address to write to for more 
information, whether they have a PI) lib 
ran/, etc. So if there are any User Groups 
out there please, please, please reply and 
help keep the Atari Classic alive!" 

It's been a while sinc e NAU Included a 
User Group list. Best of luck with tills 
projec t, and In the meantime, have you 
contacted NoSAUG (see issue 59) or 
TWAUG (see issue 60)? If you have any 
success, don't keep the Information to 
yourself - publicise it! 
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Mailbag 


LOAD FAILURES 

A local User Group would be an ideal 
place to help Richard Mlllan of Hawick. 
Scotland who has been having problems 
with some commercial games: 

7 hai*’ an Atari 65XE Games system. 
When I first got U. I bought Ninja'. Spell 
bound', KikStart', One Man ft. His Droid' 
and 'Domain of the Undead'. They won't 
loatl! All my other games do. Can you help 
me?" 

Unfortunately, it's dillicult to diagnose a 
problem that Is only described as they 
won't load" - If you have a problem, it's 
helpful to describe the circumstances as 
fully as possible. Have you disabled BASIC 
by holding down the Option key while 
loading the game? Have the tapes been 
rewound loo far leaving too much leader 
before the game loading point? Which 
games do load on your system? Is there 
someone out there who would like to write 
a piece on game loading problems and 
their cure? 

WHO DARES ? 

From the land of'Neighbours' and Home 
ft Away', John Stecyk writes from Victoria. 
Australia about another game problem 
this time the problem Is unavailability: 

7 am a fan of the 8 hit Atari anti Doctor 
Who. I have read in the Australian Doctor 
Who Jan club newsletter about a new tom 
putergame called "Dalek Attack" produced 
by Alternative SoJUvare. Apparently Dalek . 
Attack" is being released for HIM. C64. 
Spectrum. Amstrad and Amiga. The 16 bit 
version costs £16.99 and the M bit version 
£7.99. No mention Is made if a version for 
the Atari Classic is planned for release. As 
Alternative Software hats’ supported Atari 
M bit In the past. I urge everyone interested 
in this sojhvare to write to them promising 
to purchase a copy." 

Is this the same Alternative Software who 
announced a ‘Postman Pat’ (another BBC 
star! game for the Atari Classic (sec Issues 
35 ft 44)? Did that game ever materialise? 
To be honest. I doubt very much that any 
software house in the UK will convert a 
game to the Atari Classic. Our best hope Is 
a clone from one of the European software 
producers like Ke-Soft. In a way. the Atari 
Classic is a bit like the good Doctor who 
hasn't had any new television episodes for 
quite a while now ... I hope you enjoyed 
The Complete Doctor Who' disk 178 in the 
Page 6 I'D Library-. 

ALL AT C? 

So far. I’ve managed some sort of link 
between the letters in this column: now- 
how do I link the previous letter with this 
one? Ah yes. the Seventh Doctor had a 


companion named Ace. and the subject of 
this next letter Is 'Ace C" ... John Young of 
Banbury. Oxon has this complaint: 

"The Public Domain C compiler Ace C 
teas reviewed in the April/May 1992 issue 
of New Atari User, and as a slightly ffus 
trated user of 'Deep Blue C*. cutd on the 
basis of the article. I bought Ace C' from 
Page 6's PD Library. Upon casual scrutiny, 
the compiler appears to work. com/Hling the 
sample programs successfully, much faster 
than 'Deep Blue C tvould. Howe tx*r. 
whenever 1 try to compile any of my prog 
rams Iwhich worked fine with DBC1. the 
compiler crashes, despite all the required 
changes specified in the documentation 
haviiui been made. Even the famous Hello 
world!' profiram causes a crash. A further, 
although slUfiuly more forgivable, bur/ is 
that when run under a modified fXJS 2.5. 
the com/filer locks up without nvn pntmp 
ting for a filename. 

Unless I hate a corrupted copy, the pnx/ 
ram does not ivork. and I would recom 
mend that no one has anything to do with 
It. I think my experience shotvs that Mr. 
Blake, the author of the review, did not 
attempt to write a prot/ram with 'Ace C’ but 
at most played with the sample, getting 
most of the material for the piece from the 
supplied documentation. It is also womjing 
how such obviously imtested material r/of 
into general distribution." 

Tills Is something that I would like some 
feedback on. 'Ace C' Is not a new product - 
It features In other I'D Libraries world¬ 
wide. So. does It work or not? Are there 
some other Atari Classic C programmers 
out there who can give us more Informa¬ 
tion? 


"GOOD OLD INDEX. 
YOU CAN T BEAT IT. " 

ISherlock Holmes ‘The Sussex Vampire') 

Another complaint, but not so drastic, 
comes from a reader In tendon SW17 who 
wishes to remain anonymous: 

"/ managed to gel myself a daisy wheel 
printer and etifoyeti connecting it up to the 
8 bit. I have the 850 interface, so no prob 
lent using a lead from that, but a longer 
lead was needed to site the printer. I re 
member reading an article in New Atari 
User mentioning the configurations of the 
lead so you could make your own. Could I 
find this article in the contents pages of the 
magazine ... no way! 

I also subscribe to a number of other maga 
zincs. At the end of each year lor volume), 
they seem to publish cm index of the con 
tents. How about it Page 6? 

/ must add that it gai>? me the op/tortunity 
to re-read some articles while searching Jor 
the information, so I mustn't grumble too 
much ..." 

Back In 1985. reader Peter de Bode com¬ 


piled an index to issues I 12. which Les 
made available for a SAE. I think. Howev¬ 
er. Issues 13 on seem to have gone un- 
indexed. This seems like another good 
challenge to New Atari User readers - has 
anyone complied their own Page 6/NAU 
Index? If you have or plan to. (perhaps 
using a database like Home Filing Mana¬ 
ger'. Diskbase 1 . Dala-X'. EasyFind’ or 
other programs), why not submit it for 
inclusion in the magazine or on disk? 

In case our correspondent didn't find it. or 
someone else is looking for it. the article in 
question appeared in Issue 55 (page 19) 

and It was inadvertently omitted from the 
Contents page. 

SPARTADOS 

An Index to the magazine would make my 
life easier to answer questions like the fol¬ 
lowing from Denise Ward of Torbay that's 
Torbay In Auckland. New Zealand, which 
must lx- the furthest point from StalTord 
that an Atari Classic and New- Atari User 
magazine can lx* found: 

Could you please’ Inform me whether 
there have been any articles written on 
SpartaDos before Issue 59. as that’s when 
I dlscxHtered New Atari User. IJ not are there 
likely to be any in the near future'?" 

The only SpartaDos related articles I 
could find arc: SpartaDos Construction 
Sel/U.S. Doubler review (Issue 32) and 
SpartaDos X review (Issue 37). You could 
also check the PD Library for the 9 Sparta 
Dos Utility disks. I’ll leave it to the Editor 
to let us know If any articles are planned 
for the future Is this a subject that others 
would like to sec covered In more detail? 
Any volunteers to write an article? 

HOW DO YOU USE AN 
UPGRADE? 

Denise also mentioned her fellow Kiwi. 

Bob Reynolds In her letter, and two days 
later, the following arrived from Bob 
Reynolds from 6 Fltzwllliam Drive. Torbay. 
Auckland. New Zealand: 

“7 recently installed the XE.I20K tyx/rade 
by Scott Peterson from Page 6 PI) disk 
DS55. and the completed unit seems to Ite 
the same as Itefore. The only anomaly is 
that PRINT FRE(O) rectds 36338. and I can¬ 
not find any way of recognising the extra 
RAM to see if it narks. Any help would be 
appreciated." 

I think if you revisit the documentation 
flies on disk DS55 you'll find information 
about accessing the extra memory - try 
looking at the (lie describing the 800XL 
256K upgrade, the principle of extra banks 
of memory remains the same on both the 
upgraded XL and XE machines. The whole 
320K is not available in one piece beyond 
the 'standard' 64K. the extra memory is 
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switched in and out in 16K banks. In fact. 
David Man love's articles on Bank Switch 
ing in NAU issues 59 and 60 may also 
point you In the right direction. The best 
article on the subject is probably Tim Pat 
rick's 'SmartRAM 2.5' in the September 
1989 Issue of ANTIC (vol. 8/no 5) - this 
describes and provides a program that 
provides a super RAMdlsk. no matter what 
memory upgrade is Installed. How about 
some input from anyone else who has up 
graded their Atari Classic giving us a tuto¬ 
rial on how you can use this extra memory 
for multiple large RAMdlsks and the like? 


HUNT THE PROGRAM 

From Belgium. Freddy van den Hcijntng 
enquires about a particular program: 

7 want to ask tf somebody can tell me 
more about the program MANAGER 3003.1 
think it was written by a Dutchman. 

When I first pulled your letter out of the 
sac k. I hadn't heard of this program but 
shortly afterwards I received a copy of 
Issue 4 of FUTURA disk magazine (£1.95 
from Stuart Murray. NoSAUG. 71 Walker 
Road. Torry. Aberdeen AH I 3DL. Scotland) 
that disk includes MANAGER-3003 which 
is described as " ... a very powerful data¬ 
base program which allows alphabetical 
storage." Print options are available for 
Epson compatible printers. If you have an 
Atari 1029 printer. FUTURA Issue 4 also 
contains a utility to print MANAGER-3003 
lists on that printer. 

Freddy Is also looking for fellow Atartans 
on the Continent: 

7 would like to know if there is a User 
Group in lielglum or the Netherlands. If 
there is not. I would ask users from lie! 
gium or the Netherlands to write me if theii 
are interested in starting one." 

Freddy's address is : Veldstraat 13a. 

2381 Weelde. Belgium. 

Lastly. Freddy requested some help In 
beginning machine code programming. 
Hopefully. Daniel Lea's'First Steps' scries 
which began in issue 57 Is providing you 
with a good starting point. Freddy. 


XE MIDI MUSIC 

Syd Beauchamp from Crawley. West Sus¬ 
sex thanks Ix*s and his Team for an excel¬ 
lent magazine and then adds a few notes 
(sorry, unintended pun!) about the Clas¬ 
sic's musical capabilities: 

7 like music - although I cannot read off 
the stave and play at the same time. It's 
fun to experiment using the I30XE in con 
Junction with MidIMaster and a Casio CZ1 
sgnth. It may be of interest to other readers 
that Page 6 PD disk Music of America'files 
work with MidiMaster using 'APIAY \ This 
may already be a known fact but I can't 


recall seeing it published in New Atari User. 
Using the Casio, which is a multilimbral 
synth and selecting BRASS' it sounds quite 
effective - some play better than others, but 
the march. Washington Post', seems to be 
the best. I have all the other music file 
disks in the Page 6 Library some work 
better than others. As these were designed 
for the POKEY sound chip built into the 
Atari Classic, it is to be expected that some 
do not work very well with MidiMaster.' 

Thanks for the Information. Syd. The 
Atari Classic music scene was briefly 
touched on in the early Instalments of 
John S Davidson s articles. Would anyone 
like to contribute more on what can be 
done with Midi and synthesizers or the 

8 bits? 


FROM XE TO ST 

Den Bavcrstock of Brighton. East Sussex, 
has had problems In porting word proces¬ 
sor text flies from his Atari Classic to his 

ST: 

“Perhaps someone could help me with a 
slight problem that I have with the transfer 
of my TextPro Jiles to my STE. Having made 
up a Null Modem cable with the following 
connections:- 


STE 
pin 2 

pin 3 
pin 4 
pin 5 
pin 7 
pin 20 


850 
pin 4 
pin 3 

pin 8 
pin 7 
pin 5 
pins 1.6 


IJInd that using DTerm on the I30XE and 
UnlTerm on the STE transfer will only take 
place from the STE which is not much use. 
The fact that my two computer set ups are 
on opposite skies of the room means that I 
have to use a long lead (3 metres) 
obviously not a standard length. I would 
very much like to obtain a communication 
program like UnlTerm for the I30XE which 
has the proi'islon for toggling autoprint (18). 
Does Kermit have this function?" 

We've also had correspondence from 
Daniel Bavcrstock (Den's son) who has in 
herited the I30XE from his dad Judging by 
the letter. Daniel Is hopeful that the sup¬ 
port for the Atari Classic that is strong on 
the Continent, as described by Derek Fem 
in his review of Dusseldorf *92' in issue 
58. spills over into the UK. Perhaps with 
the Single European Market' of 1993. this 
could become more of a reality? Daniel is 
one of the many frustrated Atarians who 
wonders why many games on the C64 or 
other 8-bits weren't converted to the Atari 
Classic utilising its full capabilities. 


Sc Letters 


Cards 


HALL OF FAME 

Tom Ralphs of Leigh. Lancashire has an 
interesting suggestion for all games 
wTiters: 

There is one thing that I would like to 
encourage, and that is for all programmers 
who submit games to New Atari User (and 
to other magazine .s mid PD outlets) to write 
a Hall of Fame routine which saves high 
scores to disk. I believe that all games 
should save at least the top ten high scores 
to dusk and I have determined that I am not 
ffoing to buy any more that do not do this. 
Also I think that your game reviewers 
should gii'e us this information when they 
review games. You have published many 
games, particularly by Bill Hulsall which 
would have been greatly improved and 
ivould have been more addictive with a 
high score save. I have done this myself 
with the BASIC (fames you haw published, 
but I cannot program in machine code so I 
am unable to add a high score saw to 
these games." 

I agree with your view that the addition of 
a Hall of Fame feature docs make games 
more addictive - giving you a record of 
what score to aim for on the next occasion 
you boot the program. However, there are 
many excellent games which you will dep¬ 
rive yourself of If you restrict yourself to 
only those with that facility. You say 
you've modified BASIC games to accommo¬ 
date this feature - have you developed a 
generic routine to accomplish this? Is It 
something you could contribute to the 
pages of New Atari User? Perhaps someone 
else- will provide a similar routine for Incor¬ 
porating In machine code games? Natural¬ 
ly any routine should cater for cassette 
users who would not have a 'save to disk’ 
facility ... 

Thanks for your thoughts Tom. what do 
others think? 

SUPPORT YOUR LOCAL 
SOFTWARE HOUSE 

Paul Harley from High Wycombe. Bucks, 
is another games player who has these 
observations: 

7 recently wrote to Zeppelin Games con¬ 
gratulating them for their Atari 8-bit games 
and asking about new releases. Unfortun¬ 
ately. they in formed me that if the market 
for the Atari 8 bit did not pick up then they 
would not be producing any more software 
for the Atari. They stated that the sales for 
the 8 bit are less than the actual cost of 
writing and producing the game. On this 
sad note. I urge people to buy Zeppelin's 
existing games and to show support for 
any new releases." 

What more is there to say? 
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TAPES TO DISK 

Another keen gameplayer Martin Kes¬ 
wick from Leeds: 

7 have been an Atari owner for over nine 
years, but have only had my interest re 
kindled since discovering mail order, (su 
perb idea, but heavy on the Visa card) but I 
cant hold nuj frustration at the number of 
apparently great British games available, 
but only on tape. It makes me cringe every 
time I open a copy of New Atari User and 
see loads of games (including a Jew old 
American ones) that are untouchable for 
disk drive owning me. Is it not possible that 
Mastertronic and other budifet companies 
convert several of these game to disk, even 
if to lx■ sold through mail order dealers? 

A fter all. who could complain about s/tend 
Ing i.'- 1 to £5 for a particularly good commer 
dal fiame on disk?' 

Has anybody had any correspondence 
with Mastertronic or other companies on 
this subject? Are there any particularly 
reasons why there aren’t budget disk re 
leases? Is the main problem the relative 
fllmstness of such a product? In the mean- 
lime. have you considered purchasing the 
Transdisk IV' utility from the Page 6 
Accessory Shop? - OK. you'll need a cas¬ 
sette recorder as well, but ... ? If you have 
a cassette recorder, another venue to con¬ 
sider Is the range of Turbo-load* high 
speed tapes available from Derek Fern’s 
Micro-Discount. 


DISKS AND DOS 

The mention ofTransDtsk* above leads 
on to this letter from C Andrews of Lon¬ 
don. WC2: 

7s there a utility that enables you to con- 
vert TransDisk' .OBJfiles to (standard) 
DOS .OBJfiles? Also is there a utility that 
enables you to convert from TransPac' Boot 
discs to binary (DOS) files? 

Did you know that if you are using DOS 
2.5 or any other Enhanced Density DOS. 
when using options C (Copy File) or O (Du 
plicate File), if you are copying or duplicat¬ 
ing files that go beyond sector 707 you will 
notice either an error message or the <...> 
characters on either side of the file(s) in 
excess of sector 707. I understand Atari 
wanted compatibility with DOS 2.0. but 
surely they could have come up with a fix'?' 

Has anybody had experience of the sort of 
utility Mr. Andrews is enquiring about? A 
possible program MAY be ‘FILE2DOS* 
found on 'FUTIJRA' Disk 3 from Stuart 
Murray of the North of Scotland Atari User 
Group (NoSAUG - 71 Walker Road. Torry. 
Aberdeen ABI 3DL. Scotland) or from the 
Page 6 PD Library. Can anyone confirm 
this? 

I'm afraid I don't understand what point 
you're trying to make about DOS 2.5 - 


Atari (and Bill Wilkinson) made DOS 2.5 
as compatible as possible with DOS 2.0. A 
DOS 2.0 formatted disk just can't hold as 
much information as one formatted with 
DOS 2.5. so the *<’ and V characters are 
used to show those files on a DOS 2.5 disk 
that won't be seen if using DOS 2.0. 

AM I DENSE ABOUT 
DENSITIES? 

While on the subject of DOS 2.5. a letter 
from Robert Francis of Neath. West Gla¬ 
morgan asks for some clarification: 

7'm confused! In the advert for EXCEL 
disk magazine, some oj the disks require a 
double density drive. Are all 1050 s double 
density? If not. how will I know If my 1050 
Ls double density? The BIG Demo' works 
on nui 1050 - does this mean my drive is 
double density ? 

Do any of the British companies (e.g. Allan 
tls. Alternative Soft ware. Zeppelin ...) still 
produce H bit games? It is a shame that 
Atari does not re release the I30XE. If the 
Spectrum can be a success, the I30XE at a 
cheap price should do weUT 

The subject of disk densities has cropped 
up recently. Dean Garraghty (62 Thomson 
Avenue. Dolby. Donc aster DN4 ONU) noted 
on Issue 8 of his Atari News Disk' that he 
had "...recently received a 7 1/2 ixufe com 
plaint alxHit this subject. The whole argu¬ 
ment Is otxr my dt'seriptions in the PD 
catalofiue. I categorise disks as SD and DD. 
I say SD ivorks on any drive, but DD needs 
a 1050. But. DD is sometimes used to de 
scrilx • true DD disks (IHOK format) which is 
used by US doubler and //oppt/. The stan¬ 
dard 1050 density Ls often referred to as 
enhanced density or medium density. If I 
stick to two simple formats: single and dou 
Me. we can aiaid confiision." Dean notes 
that in his PD library "... I only have 2 
disks which need a Happy/US doubler 
1050 to run. and those disks say that In 
the catalogue. Most PD comes on SD disks 
anyway. Very very few PD disks (or any 
other disks for that matter) need a modified 
1050 to run." 

I agree with Dean's view - most Atari 
software (commercial and PD) has to lie 
compatible with the vast majority of drives 
and therefore must use the standard for¬ 
mat of an 810 or 1050. so In the Atari 
Classic world there are only two standard 
formats: Single (SD) and Dual (DD). The 
relatively few pieces of software that use 
180K formatted disks should be described 
specifically as such. I've looked back at 
EXCEL's adverts in NAU and couldn't find 
any that mentioned "double density" - they 
either refer to "enhanced density" or 1050 
format. All standard 1050s are capable of 
reading disks in the enhanced format pro¬ 
duced by DOS 2.5 40 tracks of 26 
128-byte sectors, but only 1023 sectors 


available to DOS. When Atari introduced 
the 1050 they soon realised they needed to 
maintain compatibility with the 810 and 
DOS 2.0. so DOS 2.5 was bom. Part of the 
problem seems to be Atari’s use of more 
than one description lor the format pro¬ 
duced by DOS 2.5 In the manual Issued 
with the XF55I disk drive, they refer to 
both ‘enhanced density' and to 'dual densi¬ 
ty’ (page 141). 


NETWORK THE 8 BIT? 

Arthur Morris from Lampeter. Dyfed has 
an Interesting question which one of our 
hardware experts may 1 m- able to shed 
some light on ... 

7 am currently using (and have done so 
for several year now) an Atari I30XE and 
1050 drive and find that (usually) they suit 
the work I ask oj them vert/ tvell mostly 
word processing with a Panasonic 
KXP108I printer. I also own a 800X1. and a 
H(X) machine and have been uxindering if it 
is possible to have mow than one machine 
connecterI to the disk drive. TV and printer. 
It would lx- I'ery convenient to me to have a 
WPprogram and a spreadsheet running at 
the same time in different machines ivilh 
the ability to switch Ix-tiveen them without 
unpluftfflng one machine and making a 
physical connection with the other. Is it also 
possible to transfer data Jar storage in the 
other machine or is this asking too much'?" 
Arthur also notes that he has enjoyed 
reading our magazine since Issue 4 ol Page 
6 and his teenage son Is now an avid 
reader. 

Well. I'm a bit out or my depth when II 
comes to these esoteric hardware ques 
lions, so I'm hoping that we ll get a few 
letters on the possibilities of networking a 
group of Atari 8-bits. Something should be 
achievable wasn't thereat least one U.S. 
Atari Bulletin Board that ran with a num¬ 
ber of 800 s linked to a shared printer and 
hard disk ...? When it comes to transfer¬ 
ring data between machines, can a com¬ 
munications program like Kermit be used 
with an appropriate Interface/cable Im- 
tween the computers? 


Well, that's it for another Issue. Don’t 
forget that Mailbag is only as interesting as 
your letters, so let's have some answers to 
the problems posed this Issue together 
with some new topics and comment. I in¬ 
tend to make Mailbag and interactive col 
umn so that means you need to join in. I 
am waiting for your letter! 

Write to MAILBAG at 
Page 6 Publishing, 

P.O. Box 54, Stafford, 
ST16 1DR 
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XL/XE UTILITY 



A Reference 
Guide to 
Atari’s Special 
Characters 

by Peter Kirton 


O ccasionally, letters appear In "Mailbag" requesting a 
listing of I he keypresses used to generate the Atari 
special graphics characters. How many of us have 
problems finding that Issue of their favourite magazine which 
provided a table of these characters? A separate list on a sheet 
of paper which could lx- kept handy to the computer would 
tend to solve this problem. To this end. I decided to write a 
short program to list such a table on any printer, showing the 
graphics character, its keypress combination and the decimal 
equivalent or the character. 

The program docs not have any fancy frills. To maintain 
compatibility with most (If not all) printers. I have kept to 
single density bit image graphics (ESCAPE K). All text prints In 
default font and pitch settings as many printers use non- 
Epson standard codes to change these. However, the final 
output is a neat table which will be a handy reference to help 
In typing many magazine listings. The DATA statements may 
also come In handy as they construct the actual Atari special 
character set. 

TVpe in the program and save It on a disk which is kept in an 
accessible spot. When the program is RUN. you will be remin 
ded to turn the printer on before proc eeding. Press any key 
and. In a minute, your list will be complete. If you lose it (or 
make my mistake and put it away somewhere safe never to 
be seen again) simply print out another one. Now you can 
spend more time typing with less time wasted by searching 
through back issues for those lost codes. 


MO 1 REM 
CO 2 REM 
XM X REM •*» 
OS 4 REM 
PS 5 REM 
BX 6 REM 
HU 7 REM 
EZ 8 REM 
HH * REM 


•MM 

•HI 

ATARI SPECIAL 

CHARACTERS 

HH* 

mm 

•HI 

PRINTER LISTING 

mm 

mm 

by Peter K 

ir ton 

mm 

mm 



mm 

mm 

HEM ATARI 

USER 

mm 

MM* 

rn NEM ATARI USER 

- APR 1**3 

m 

MM. 


MM 10 DIM 

EYS1SC20),KEYS2SC20>,DEClSC3>.DEC2SC3) 
10 15 DIM PADSC2D),BLANKSC20>:BLANK»=" 

••iREM 20 SPACES 

CO 20 OPEM m.4.0."Ki"l«T Ml,AiCLOSE HI 
MM 30 RESTORE 35:F0R 1=1 TO 4:READ A:CRAP 
H$Cl,I> CMOSCA>:MEMT I 
OM 15 DATA 27 ,75 #0*0 

RV 40 2 CMRSC125JSPOKE 752,1SPOSITIOM 11. 
2:7 "RMdy the pr inter" : POSIT IOM 11,11 
U "Press any hey..." 

PA 42 POKE 704.255 

TZ 43 IF PEEK C7041=255 THEM 43 

PE 44 POKE 704,255 

EH 45 ? CMRSC1251SPOSITIOM 11,11? "Printi 

* * * # •• 

RF 50 LPRIHT iLPRIHT ILPRIHT SLPRIHT 
LM 55 LPRIHT " KEYSTR 

OKES for ATARI CRAPNICS CHARACTERS"SLP 
RIHT S LPRIM! 

DL 00 LPRIHT iLPRIHT " 

MAI VIDEO 

VERSE VIDEO"iLPRIHT 


NOR 

IN 


XK 

70 

LPRIHT " 

For 

Type 



Decinal 

D0C1N0I" 

For 

lype 

SG 

75 

LPRIHT " 

This 

This 



value 

value" 

This 

This 

YH 

00 

LPRIHT 




VM 100 FIRST=O:L0ST=20:SET=1 
HN 110 FOR LOOP=FIRST TO LAST 
UV 120 RESTORE 1O0O*LOOP 

YR 130 FOR 1=1 TO 0 S READ A:CHARISCl.II= 
CHRS<A> SHEMT 11READ KEYSlS.DEClS 
ML 135 IF KEVS1S="C0NMA1" THEM KEVS1*=" 
CTRL 

NC 140 PAD$ = BLANKS Cl, CLEH CBLANKS!“LEM CK 

EYSlS)I I iKEVSlS CLEMCKEVSlSl*11=PAD$ 

VO 150 RESTORE 2000FLOOP 

FE 100 FOR 1=1 TO BiREAD A:CNAR2SCl.II= 
CHRSCA) JMEMT I:RF AD KEYS2S,DEC2S 
HS 105 IF KEVS2S = "C0MMA2" THER KEY52S=" 
IHV CTRL ," 

DJ 170 PADS=BLAHKS Cl, CLENCDLANKSl - LENCK 

EVS2SIII:KEVS2SCLEHCKEYS2S>F1»=PADS 
HO 100 LPRIHT " ",GRAPHS;CHARlSj" 

"JKEYS1S;DEC1S»" " i GRAPHS 

l CHAR2S;" "JKEVS2SJDEC2S 

HK 1*0 HEHT LOOP 
ML 1*5 IF SET=2 THEH RETURN 
ZM 200 RESTORE 1027 

VI 210 FOR 1=1 TO 0:READ A:CHARlSCX.II=CH 
R$ CA) :NEXT I:READ KEYSlS.DEClS 
JU 215 PADS=BLANKS Cl, CLEH CBLANKSl-LEN CKEY 
SlSl11 :KEYS15 CLEM CKEYSlSl♦11=PADS 
YM 220 LPRIHT » ";GRAPHS;CHAR1$ l " 

"}KEY5lS;DEClS 

KB 250 SET=2:FIRST=20:LAST=37 
RL 200 GOSUB 110 
XO 270 LPRIHT CHRS C12I ; 

AT 300 POKE 752,0:END 

HM 1000 DATA 0 , 40,120.124,02,124,120.40,C 
OMMA1, 0 
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JV 1001 DATA 0.0,0,255,255.24,24,24.CTRL 
A, 1 

TE 1002 DATA 0.0.0.0.0.0,255.255,CTRL B. 

2 

KZ 1003 DATA 24,24,24.240,240,0.0,0,CTRL 

C, 3 

KM 1004 DATA 24,24.24,255.255,0,0.0.CTRL 

D, 4 

5R 1005 DATA 24.24.24,31.31.0.0.0.CTRL E. 
5 

DD 1006 DATA 3,7,14.28,56,112.224.192,CTR 
L F, 6 

CJ 1007 DATA 192,224,112,56.20,14,7,3,CTR 
L t, 7 

PR 1090 DATA 1,3,7,15.31.03,127,255.CTRL 
M, 0 

HI 1009 DATA 0.0.0,0.15.15.15,15,CTRL I. 

9 

VR 1010 DATA 255.127,03,31.15,7,3,1.CTRL 

J. 10 

TO 1011 DATA 0.0.0.0,240,240,240.240,CTRL 

K, 11 

K5 1012 DATA 240.240.240.240.0.0.0.0.CTRL 

L, 12 

KK 1013 DATA 192.192.192,192,192,192.192, 
192.CTRL M, 13 

PY 1014 DATA 3,3,3,3.3,3.3,3,CTRL N, 14 
DO 1015 DATA 15.15.15,15,0,0,0,0,CTRL O, 
15 

ML 1016 DATA 0.24.24,122.102.122.24,24.CT 
RL P, 16 

HA 1017 DATA O.0.0.31,31,24.24.24.CTRL O, 
17 

6C 1010 DATA 24.24.24.24,24.24.24,24.CTRL 
R, 10 

OR 1019 DATA 24,24,24.255.255.24.24,24.CT 
RL 5, 19 

RU 1020 DATA 0.20,62.62.62.62.20.0.CTRL T 
. 20 

ZM 1021 DATA 15.15.15.IS.15,IS.15,15,CTRL 
U, 21 

HI 1022 DATA 255.255.0.0.0,0.0.0,CTRL V. 
22 

CU 1023 DATA 24.24,24,31.31,24.24.24.CTRL 

M, 23 

UH 1024 DATA 24,24,24.240.240,24,24.24.CT 
RL H. 24 

DR 1025 DATA 255.255.255.255.0.0.0.0,CTRL 
Y, 25 

RZ 1026 DATA 0.0,0.240.240.24.24,24.CTRL 
Z, 26 

LZ 1027 DATA 0,240,240.174,174,10.10.0,E5 
C ESC. 27 

FL 1020 DATA 0,16.48.126,126.40,16.O,ESC 
CTRL 20 

OR 1029 DATA 0.0.12,126,126.12,O,0,ESC CT 
RL =, 29 

SV 1030 DATA 0,16,56,124,04,16.16.0.ESC C 
TRL ♦, 30 

TU 1031 DATA 0.16,16,84.124,56.16.0.ESC C 
TRL **, 31 

CS 1032 DATA 0,24.60.126,126,60.24.0,CTRL 
96 

KM 1033 DATA 0,24.50,126,126,50.24,0.CTRL 
i .123 

MO 1034 DATA 0.0.0,255,255,0,0.0.SHIFT =. 
124 

YD 1035 DATA O.124,124,112.120.94.70.0,ES 
C SHIFT CLEAR.125 

HR 1036 DATA 0,16.56.124.254,0.0,0.ESC DE 
LETE,126 

JR 1037 DATA 0.0.0,254.124.56,16.0,ESC TA 
B, 127 

MO 2000 DATA 255,207.135,131.193,131.135, 
207,COMMA2,128 


Z6 2001 DATA 255,255.255,0.0.231.231,231, 
INV CTRL A.129 

AL 2002 DATA 255.255,255,255,255.255,0,0. 

INV CTRL 0,130 

NF 2003 DATA 231.231,231.7,7.255.255,255. 
INV CTRL C,131 

EH 2004 DATA 231.231,231.0,0.255,255.255, 
INV CTRL D.132 

ST 2005 DATA 231.231,231.224,224,255,255, 
255,IMV CTRt E.133 

LR 2006 DATA 252,248,241,227,199,143,31,6 
3,IMV CTRL F.134 

SO 2007 DATA 63,31,143,199,227,241,248,25 
2.IMV CTRL 6.135 

HK 2008 DATA 254.252,248,240,224,192,128. 
0,1MV CTRL H.136 

ML 2009 DATA 255.255,255.255,240,240.240. 
240,IMV CTRL 1,137 

HR 2010 DATA 0.128.192.224,240,248,252,25 
4,IMV CTRL J.138 

LO 2011 DATA 255.255.255.255,15,1S,15.15. 
IMV CTRL R.139 

HJ 2012 DATA 15,15,15,15,255,255,255,255, 
IMV CTRL L,140 

MJ 2013 DATA 63.63,63,63,63,63.63.63,IMV 
CTRL H,141 

FJ 2014 DATA 252,252.252.252,252,252.252, 
252,IMV CTRL M.142 

RF 2015 DATA 240.240.240.240,255,255,255. 
255,IMV CTRL 0,143 

VI 2016 DATA 255,231.231,133,153,133,231, 
231.IMV CTRL P.144 

JT 2017 DATA 255,255,255,224,224,231.231, 
231.IMV CTRL 0.145 

YH 2010 DATA 231,231,231.231,231.231,231, 
231,IMV CTRL R.146 

MT 7019 OAIA' 231,231,231,0,0,231,231,231. 
IMV CTRL 5,147 

ES 2020 DATA 255,227,193.193.193,193,227, 
255,INV CTRL T.148 

JH 2021 DATA 240,240,240.240,240,240,240, 
240,IMV CTRL 11,149 

EH 2022 DATA 0.0.255,255,255,255.255.255, 
IMV CTRL V,150 

DF 2023 DATA 231,231,731.224,224,231.231, 
231,IMV CTRL M.151 

JR 2024 DATA 231,231,231,7,7.231,231,231, 
IMV CTRL M.152 

EB 2025 DATA 0.0.0.0,255,255.255.255,INV 
CTRL V.153 

DF 2026 DATA 255.255.255.7,7,231.231,231» 
INV CTRL Z,154 

LJ 2028 DATA 255,239,207,129,129,207,239, 
255.ESC SHIFT DELETE,156 
CF 2029 DATA 255.247,243,129,129,243,247, 
255,ESC SHIFT INSERT,157 
BP 2030 DATA 255,239,199,131,171.239,239, 
255,ESC CTRL TAD,150 

RO 2031 DATA 255,239,239,171,131,199,239, 
255.ESC SHIFT TAB,159 
ON 2032 DATA 255,231.195,129,129,195,231, 
255,IMV CTRL .,224 

SS 2033 DATA 255.231,197,129,129,197,231. 
255,IMV CTRL ;,251 

HB 2034 DATA 255,255,255,0,0,255,255,255, 
IMV SHIFT =.252 

RJ 2035 DATA 255.131,131.143.135,161,177, 
255,ESC CTRL 2,253 

Ml 2036 DATA 255,239.199,131.1,255,255,25 
5.ESC CTRL DELETE,254 
UR 2037 DATA 255,255.255,1,131,199,239,25 
5,ESC CTRL INSERT,255 
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XL/XE TUTORIAL 



W elcome to the Anal Instalment of Beginners AsMrmbly 
Language. I hope you've kept up so far. In this llnal 
part I Will attempt to tie up some loose ends, and 
Introduce the odd extra command so that you’ve seen and 
know about them all. And as the grand finale I present a table 
of all the available 0502 Instructions as a kind of reference 
guide. 

In the an earlier part of the series we discovered the CLC and 
SEC commands whereby you could set and clear the c arry Hag 
In the status register. It is also possible to set and clear other 
Hags in that register. The alterable Hags are the Decimal Hag. 
the- Overflow flag, and the Interrupt flag. 

SEI and CLI 

I'll begin with the interrupt flag. When this is set. interrupt 
requests are disabled and when cleared Interrupt requests are 
enabled onc e more. The commands are SEI (SEt Interrupt) and 
CLI (CLcar Interrupt). The only use I've seen these commands 
put to Is In Display List Interrupts (See Listing) wliere the 
command KTI (RcTum from Interrupt) is used as the DU 
equivalent of KTS (See program listings). 

CLV 

CLV (CLcar overflow) is used to clear the overflow flag. Note 
that no equivalent command exists to set it. 

SED and CLD 

Lastly are SED (SEt Decimal) and CLD (CLcar Decimal) In¬ 
structions. SED enables access to a special mode where num¬ 
bers are represented In a form known as Binary Coded Decim 
al (or BCD). This is where the value a byte represents ranges 
from SO to $99 (instead of SO to SFF as is usual. It is used as 
its name suggests to represent decimal in a better form. The 
lowest nibble (set of four bits) represents the units digit and 
the highest nibble represents the tens digit (each digit of 
course goes from 0 to 9). There shoidd be no problem in this. 

A problem In BCD arises when addition or subtraction of two 
numbers in this format occur. 

e.g. $99 

+$l I 


In normal binary addition this would produce an answer of 


Daniel Lea concludes his series 
on Assembly Language 
programming with a summary 
of all the commands available 


$AA. However as you know tills Is not acceptable as a Binary 
Coded Decimal number. Die answer Is the special maths mode 
mentioned earlier. 

Once SED Is used to activate the BCD mode, the more 
accepted answer of 99 ♦ II appears. That Is 110. In this case 
$10 in the accumulator and 1 In the cany flag. CLD would 
return the processor to Its usual addition mode. 

NOP 

I’ll complete our look al the machine code commands with a 
command which does nothing! NOP (No Operation) din s no¬ 
thing except delay the processor slightly, hence It is quite 
useful in delay loops. 

The reason. I think, why this command exists at all is that In 
the bad old days of computing people didn't have assemblers 
with which to program machine code, they had to do It by 
hand. So the NOP command was created by the microproce¬ 
ssor designers, so that a programmer could leave gaps in his 
program (l.c. filled with NOPs) so he could insert instructions 
at a later date without having to recalculate any jumps and 
branches etc. 

That's nearly it except for the table which you will notice 
somewhere about this page (or the next). 

If you have followed all of my articles you should have a good 
sound knowledge of programming in Assembly Language and 
be able to progress onto some very advanced programming, 
maybe even write your own machine code game. To advance 
yourself from this point I recommend Mapping the Atari by 
Compute! as a superb book. And also keeping an eye on this 
magazine .. there are some super articles in back Issues if you 
sift though them. Anyway happy programming and bye .... for 
now at least! 
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MNEMONIC MEANING 

OPERATION 

ADC 

ADd with Carry 

A + M ♦ C > A 

AND 

AND with Accumulator 

A A M > A 

ASL 

Arithmetic Shift Left 

C < 7 0 < 0 

BCC 

Branch if Carry Clear 

Branch if C = 0 

BCS 

Branch if Carry Set 

Branch it C=1 

BEQ 

Branch if EQual to 0 

Branch if Z=1 

BIT 

BIT test 

A A M 

BMI 

Branch if Minus 

Branch if N = 0 

BNE 

Branch if Not Equal to 0 

Branch if Z = 0 

BPL 

Branch if PLus 

Branch if N = 1 

BRK 

BReaK 

Interrupt Processor 

BVC 

Branch if overflow Clear 

Branch if V = 0 

BVS 

Branch if overflow Set 

Branch if V = 1 

CLC 

CLear Carry flag 

0>C 

CLD 

CLear Decimal flag 

0 > D 

CLI 

CLear Interrupt mask 

0>l 

CLV 

CLear overflow flag 

0> V 

CMP 

CoMPare to accumulator 

Compare A to M 

CPX 

ComPare to X reg. 

Compare X to M 

CPY 

ComPare to Y reg. 

Compare Y to M 

DEC 

DECrement 

M - 1 > M 

DEX 

DEcrement X 

X - 1 > X 

DEY 

DEcrement Y 

Y - 1 > Y 

EOR 

Exclusive OR with Accum. 

A v M >A 

INC 

INCrement 

M ♦ 1 > M 

INX 

INcrement X 

X ♦ 1 > X 

INY 

INcrement Y 

Y ♦ 1 > Y 

JMP 

JuMP 

Jump to location 

JSR 

Jump to SubRoutine 

Jump to subroutine 

LDA 

LoaD Accumulator 

M > A 

LDX 

LoaD X 

M > X 

LDY 

Load Y 

M > Y 

LSR 

Logical Shift Right 

0 > 7....0 > C 

NOP 

No OPeration 

No operation 

ORA 

OR with Accumulator 

A v M > A 

PHA 

PusH Accum. onto stack 

A> Ms S-1 >S 

PHP 

PusH status reg. (P) onto stack 

P > Ms S- 1 »S 

PLA 

PulL Accumulator from stack 

S^ 1 >S Ms > A 

PLP 

PulL status reg. (P) from stack 

S ♦ 1 > S Ms > P 

ROL 

Rotate Left 

C < 7 .0 < C 

ROR 

ROtate Right 

C > 7 .0 > C 

RTI 

ReTurn from Interrupt 

. Return from Interrupt 

RTS 

ReTurn from Subroutine 

Return from subroutii 

SBC 

SuBtract with Carry 

A-M-C > A 

SEC 

SEt Carry flag 

1 >C 

SED 

SEt Decimal flag 

1 > D 

SEI 

SEt Interrupt mask 

1 > 1 

STA 

Store Accumulator 

A > M 

STX 

STore X 

X > M 

STY 

STore Y 

Y > M 

TAX 

Transfer Accumulator to X 

A > X 

TAY 

Transfer Accumulator to Y 

A > Y 

TSX 

Transfer Stack pointer to X 

S> X 

TXA 

Transfer X to Accumulator 

X > A 

TXS 

Transfer X to Stack pointer 

X>S 

TYA 

Transfer Y to Accumulator 

Y> A 


ADDRESSING MODES 
123456789 


ok ok ok XY X - 
ok ok ok XY XY - 

- ok ok X X - 

- ok ok X X - 


ok ok 
ok ok 


ok ok 


ok ok ok - 
ok ok ok - 
ok ok ok - 
- ok ok X 


ok ok ok XY XY 
• ok ok X X 


ok ok - 


- ok - - - 

- ok - 

ok ok ok XY X 
ok ok ok Y Y 
ok ok ok X X 

- ok ok X X 


ok ok X X 
ok ok - Y 
ok ok - X 


ok ok - 


ok ok ok XY XY - ok ok - 


ok ok X X - - 
ok ok X X - - 


ok ok ok XY X - ok ok 


ok ok - 


FLAGS 

C Z N V Other 

X X X X 
X X 
XXX 
XXX 

XXX 


XXX 
XXX 
XXX 
X X 
X X 
X X 
X X 
X X 
X X 
X X 


X X 
XXX 


X X 

X X X X all 

XXX 

XXX 


X X X X 


ADDRESSING MODES 

1 Immediate 

2 Direct 

3 Zero Page Direct 

4 Indexed Direct 

5 Zero Page Indexed Direct 

6 Indirect 

7 Pre-Indexed Direct 

8 Post-Indexed Direct 

9 Relative 


Meaning of various letters 
and notation used 

A Accumulator 

M Memory location referred to by 
instruction 
X X index 

Y Y index 

> From - to 

* AND 

v OR 

EOR Exclusive OR 

7.0 reference to bits in a byte 

S Stack pointer 

Ms Memory address on the stack 

[C] compliment of carry flag 


In the information on 
addressing modes 

ok Ok to use the particular 
addressing mode with the 


X Ok to use the X index 
Y Ok to use the Y index 
XY Okay to use the X and the 
Y indices 

- Indicates a particular 
addressing mode isn't 
available 

A ful I me of dashes indicating 
no addressing required with the 
particular command 


In the information 
on flags 

X an X indicates a 
particular flag is 
affected 

0 a flag is cleared 
1 a flag is set 

In the other column any 
flag affected is indi¬ 
cated by its letter 


List of flags and symbols 

N Sign (negative) flag .. 

1= Negative number 
V Overflow flag .. 

1* TRUE 

B Break command 
D Decimal flag... 

1 ■ Decimal mode 
I Interrupt flag... 

U Interrupt requests 
disabled 
Z Zero flag ... 

1 = Result zero 
C Carry ... 

1 = Carry/no borrow 
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DLI SCROllING STAR* 
BY DJL . . . FEB * 92 


50 ; 

60 SOLS T L =560 
70 DLST=203 
60 COLPF-53278 
90 UC0UNT=54283 
0100 MSYNC-54782 
01IH RNO=53770 
0120 MPOSM0=$D004 
0130 GRAFM-53Z65 
0140 ; 

0150 ;Change Display list 
0160 ; 

0170 0350000 

0100 ; 

0190 ;Same routim 
0700 ; program 
0210 ; 

0220 lOA SDLSTL 
0230 STA OLST 
•248 LOA SDLSTL*: 

0250 STA OL S T•1 
0760 LDV 02 


0850 LOA O5C0 .-activate OLX’s 
0860 STA SO40E 

0870 RTS {return Iron subroutine 


• 3 $ 8000 

V 

# 

;SaMe routine as 

;proqr an 

LOA SDLSTL 
STA OLST 
LOA SOL STL♦1 
STA OLST•1 
LOY 02 


in previous 


0270 DIOPK LOA CDLST1.Y 

0200 CLC 

0290 ADC 0128 

0300 STA COL ST > , Y 

•310 INY 

0320 CPY 04 

0330 BNE DLOPK 

0340 LOY 06 

0350 OL OOP LOA CDLSTl.V 

0360 CLC 

0370 ADC 0128 

0300 STA COISTl.Y 

0390 INV 

0400 CPY 020 

0410 BNE OLOOP 

0420 IDA 11011*255 

0430 STA 512 

0440 LOA OOL1/256 

0450 STA 513 

0460 2 

0470 {Setup Player Missle graphic 

0480 2 

0490 LOA 0170 {Set up 

0500 STA GRAF H {Koril Missiles 

0510 LOA O0 2 Put Missiles Off 

0570 STA HPOSM0 2 the screen 

0530 STA HP0SM8»1 

0540 STA HPOSH0♦2 

0558 STA HP0SH0♦3 

0560 IDA O0 {black background 
0570 STA 710 
0580 2 

0590 {Setup positions and speeds of 
0600 {stars 

0610 {STx = position and SPx = speed 
0620 {K index 3 row in display list 
0630 { 

0640 LDM OO 

0650 SETLP 
0660 LOA RNO 
0670 STA STI'M 
0680 JSR RAND 
0690 STA SP1.K 
0700 LOA RNO 
0710 STA ST2.H 
0720 JSR RAMO 
0730 STA SP2.K 
0740 LOA RNO 
0750 STA ST3.K 
0760 JSR RAMD 
0770 STA SP3.H 
0780 LOA RNO 
0790 STA ST4.H 
0800 JSR RAND 
0810 STA SP4.H 
0820 INK 
0830 CPK 023 
0840 BNE SETLP 


0890 
8 -> 0 « 
0910 
0920 

• 930 
0940 

• 950 
0960 

• 970 
0980 
0990 
1000 
1010 
1020 
1030 
1040 
1050 
1 060 
1070 
1080 
1090 
1100 
1110 
1120 
1130 
1140 
1150 
1160 
1170 
1180 
1190 
1700 
1210 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
1470 
1400 
1490 
1500 
1510 
1520 
1530 
1540 
1550 
1560 
1570 
1580 
1590 
1600 
1610 
1620 
1630 
1640 
1650 
1660 
1670 


;randOM nuMber subroutine 
{to set speed of star 

0 

# 

RAND LOA RNO {random no. 0-255 
AND 03 {reduce range 0-3 
CLC {add 1 on to prevent 
AOC Oi {Stationary stars 
RTS 

2 

{Actual Display list interrupt 


DLI 

SEX 

PMA 


2SEt interrupt 
{Store accuM. 

;and K index 
2 on the stack 
VCOUNT {scan line value 
A {quarter 
A 

{use to fine 
03 {gr.0 screen line va 


26 {alter star colours 

40012 {Player 0 col. 

$0013 {player 1 col. 

$0014 {player 2 col. 

$0015 {player 3 col. 

MSYNC {wait a scan line 


to set 
the 


{use star position value 
{the horizontal value of 
{Player Missile 
2 add on speed and store. 


LOA ST1.N 
STA HPOSHO 
CLC 

AOC SPl.K . 

STA ST1,K 
LOA S T 2,K 
STA NPOSH0♦1 
CLC 

AOC SP2.N 
STA ST2.N 
LOA ST3.M 
STA HPOSHO♦2 
CLC 

ADC SP3,K 
STA ST3.M 
LOA ST4.K 
STA MPOSH0 ♦3 
CLC 

AOC SP4.N 
STA ST4.K 
STA MSYNC 

{reset player Missile posn. 
2 so star appear as a snail 
LOA no 
STA HPOSHO 
STA HPOSH0♦1 
STA HPOSHO»2 
STA HPOSM0♦3 
PLA {pull all values 
TAX {back off stack 
PLA 

RTI {Return from interrupt 


{space in the prograM to put 
;the values necessary to 
{control the stars 

l 

ST 1 «r«**40 
SP1 ";«40 
ST2 *=**40 
SP2 *—**40 
ST 3 *—**4 0 
SP3 ■-**40 
ST4 *»=**40 
SP4 *=**40 


to 0 

blob 
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0399 ; 

O40B LDY Ob 

• 419 DL OOP L Oft COL 5 T > , Y 

9429 CLC 

9439 ADC B178 

9449 SIA CDL ST).V 

9459 IHV 

9469 CPV 021 

9479 BME DLOOP 

0480 J 

9498 {set the Display interrupt 
9599 {vectors to my routine 
9519 ; 

9570 L DA BDL1 &255 ;h«gh byte Of DL I 
0530 51A 517 

9540 LDA BDLI/256 {low byte Of DLI 
0559 51A 513 

0560 IDA B*co {activate DLI's 
0570 5T A 5D40F 

9580 RTS {return froe subroutine 
9599 { 

0600 {Display List Interrupt routine 
0610 { 

0670 DL X 

0639 pma {Store accumulator on stack 

9649 SEX {set interrupt flag 

0650 LDA UCOUNT {screen line value 

0669 LSR A {quarter 

0670 LSR A 

9689 CLC 

0690 ADC 70 ;add on location 70 
9790 5TA hsvnc {pause for a scanline 
0710 5TA COLPF♦2 {screen colour 
0720 CLC 
9730 ADC B8 

0740 5T A COLPF * 1 {text colour 
0750 PLA {pull accum. from stack 
9760 RTI {return from interrupt 


79 {DISPLAY LX5T INTERRUPT DLHO 1 

30 {BY D.J.LEA- FEB *92 

4# -- 

50 { 

69 { 

70 5DL5TLr560 

80 DLST=203 

90 COLPF=B3270 
0190 UCOUNT=54283 
0110 MSYNC=S4202 
0120 { 

0130 Wr$0600 

0140 { 

0150 {Setup Display List 
0169 | 

0170 LDA 5DLSTL {Copy dlist vectors 
0100 STA DLST {to page lero 

0190 LDA SDL STL♦1 

0200 STA DLST♦1 {setup routine 
0210 { 

0220 {The following display list 
0230 {setup routine simply adds 170 
0240 {to the appropriate bytes in 
0259 {the display list 
0260 { 

0270 {add 128 to bytes 2 and 3 
0280 { 

0290 LDY **Z 

0300 DL 0PM LDA CDLSTl.Y 

0310 CLC 

0320 ADC B128 

0330 STA CDL5T),Y 

0340 IMY 

0350 CPY U4 

9360 BNE DLOPM 

0370 { 

0380 {add 128 to bytes 6 to 28 


Source for Display List Interrupts 
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Well here we go again, another bumper pack of all that 
is l>esl in the world ojAtari ( lassie tips. University work 
has meant that this one was a bit late (felting to the 
editor but I hope he'll forgive me for that (chance uxmld 
lx- (t fine thing!). 

Comic Relief has been and (/one once again but the fun 
doesn 't stop there. I hope to continue it for those of you 
who read this. This month we have the solution to 


Snowball (I hope ... it's huge!). Anyway stop yapping 
and . izzig wizzy lets get bizzy! 



Roy Astl«*v has spent two months solving 
RICK HANSON and has now kindly allowed 
me to publish his hard work, so get your 
adventure out and let’s get going!. 

It’s late at night now and I will not risk me 
eye sight, sanity, beauty sleep, artistic Integ 
rlty and general well l>elng. so everything Is the light way 
round. | I know that It's Isirlng but you can't have everything) 



W, I, GET RECORDER. PLAY RECORDER, (PRESS SPACE). 
THROW RECORDER. O. W. N. GET PIE. S. W. U. N. N. D. N. E. 
GET SPANNER. W. S. U. S. S. D. E. E. E, N. GET POLISH, S. W. 
W. W. U. N. (WAIT 6 TIMES). LEAP. D. HIT MAN WITH SPANNER. 
O. D. D. SE, S. SW. W. NW. N. W. W. W. GET COIN. W. S. W. GET 
RAZOR, E. N. E, N. E. I, GET HOOK. O. W. I. W, S, S. READ 
NUMBERS, N. N, E, O. S. E, E. S. S. W. W. W. W. S. I, PUT COIN 
IN BANDIT, PLAY BANDIT, GET COIN. W. PAY BARTENDER 
COIN. DRINK ALE. U. U, U. U. N. N. N. OPEN DOOR. E, SLEEP. 
GET LETTER, READ LETTER. W, N, OPEN W DOOR. W. SHAVE 
WITH RAZOR, E, S, S, S, S. D. D, D. D. E. O. N. E. E. E. E. N. N. 
W, W, N. I. W. S, S. READ NUMBERS. E, S, E, U. NE. E. CUT 
ROPE WITH RAZOR. GET ROPE. W. SW. D. W, N. N. N. O. N. W. 
I, ASK FOR 12 APOSTLES. READ BOOK. O. E. N. NW. N. N. N. 

N, W, S, W. W, W. GET GLOVES. E, S. S. GET CLIP. N, N. E. E. 

N. E. S. SE. I, PICK LOCK WITH CLIP, S, PULL JACK N. PULL 
JACK NW. WEAR HANDKERCHIEF. N. (PRESS SPACE). SEEK. 
GET BLADE. S, PULL JACK E, TURN HANDLE. PUSH JACK 
UNDER TRUCK. PULL HANDLE. PULL HANDLE. TURN HANDLE 
CLOCKWISE. LIE. N. (PRESS SPACE), WEAR GLOVES. CUT 
WIDE PIPE WITH BLADE. FILL BOTTLE WITH PETROL. S. 
STAND. W. SE. S. O. NW, N, N. NE, E, E, E. E. S. S. W, SW. GET 
TYRE, I, GET COVER. O. NE. E. N. N. W. W. W. W. SW, S. W. N. 
N. SWIM. (PRESS SPACE), S. W. WAVE COVER. DODGE. W. N. 

I, GET TOWEL, O, DROP PIE. N. N. W.DIG. GET GUN. NW. NE. E. 
E. OPEN DOOR, I. E. N, GET SKIS, S. W. O. W. N. TIE ROPE TO 
HOOK, THROW ROPE. CLIMB. (PRESS SPACE), N. READ 
WALL, S. W, NW, N. NE. N, E, WAX SKIS WITH POLISH. WEAR 
SKIS, D, D, D. DROP SKIS. E. N. GET MATCH. S, WAIT. MAKE 
BOMB, LIGHT BOMB, THROW BOMB. S. DROP SUIT, E, N. GET 
UNIFORM. WEAR UNIFORM. I. DRIVE. DRIVE. DRIVE. GALOOP, 
DRIVE. O. S. OPEN DOOR. E. I. N, O, S. O, U. N. D, D. D. W. W. 
W. N, GET SCREWDRIVER, S. E, E. E. E. E. E. D. D. D. W. N. N. 

E, GET BULLET. E. S. S. W, U, U. U. E, E. N. N, E. E, S. TYPE 
18970, S, OPEN DOOR WITH SCREWDRIVER. S. KILL THE 
GENERAL WITH RAZOR (DA DA DAM!!!!) 
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A plethora of tips lor FANTASTIC SOCCER come from 
John Hubbork and Paul Gilmore from Uverpool. When you are 
running In to taekle the opposition keep your linger on the 
button and you will easily get the ball and send the opposition 
living. When shooting, run to the corner of the area and keep 
the finger on the button and aim for the goal. If there are no 
players between the goal and you then you’ll have lobbed the 
goalie and scored in the top comer. When you are trying to 
run faster. Just keep slide tackling and you’ll end up going 
much faster and always pick the defence that has the live 
defenders which makes it the best for this type of game. 

Hold the Joystlek down and to the left If you arc the white 
player or down and to the right if you are the red player 

Last. but not least. John throws in a couple of lips lor 
RAMPAGE On some buildings you can climb to where the 
windows end and punch the building as much as you like 
which gives you |>oints beyond points. Also when your partner 
dies and turns back Into a human, you can run over to him 
and eat him (or her!) 



Yet again GAUNTLET has given rise to another Up. this 
time fn>m Stephen Hargreaves of Crewe. If you ftnd It hard to 
pass tricky rooms that only have enough keys to get out In the 
right sequence then what you have to do Is as follows. In two 
player mode both players can pick up the same key. enabling 
the room to lx- completed easily. All you have to do Is both 
move to collect the same key (from the adjacent space) at 
exactly the same time. Incidentally this can also Ik* used for 
collecting food and potions. 

I think this Is a first In that we have a quick tip for ALTER¬ 
NATIVE REALITY from Frank Cunningham of Stirling in 
Scotland. He says that the riddle of the doors of Acrimimirils 
Tomb is 2. I. 1.2. 2. (second door, first door. Ilrst door, second 
door, second door). 


FABULOUS THREESOME 

Hints for TAPPER TWILIGHT WORLD and FRED 

come from l-ee Nelson of Woolwich. 

First of all when you lose all of your lives in TAPPER 
simply press fire to restart where you left off. This can be done 
indefinitely. 

If you see cracks in any of the walls, in TWILIGHT 
WORLD it is very likely that there is an entrance to a secret 
level there. 

On level six of FRED, try to stay on the top platforms for as 
long as possible as there are many bonuses to lx* had. 
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lmon Carter has been waiting a long time but his time 
has now finally come. He provides us now with the 
complete solution to SNOWBALL from Level 9. Its a 
bit big. what follows below is the full complete solution, written 
the right way round (cos it takes too long the other way!). He 
also provided me with some maps but I can't promise that 
they'll appear this issue cos there's nine pages of them! If they 
don't appear this issue then they'll bo with you shortly O.K.? 
Remember that the solution Is round the right wav so that 
PUNCH IXX1 - PUNCH DOG (simple really!) 

Let's go!!! 

0|K-n the coffin by pulling the lever. Get out and go North to 
the mortuary entrance. Summon another coffin by pressing 
any three buttons. Go south and use the coffin to go through 
the trapdoor In the celling to the next level. Go North again 
and leave through the mortuary door, avoiding Nightingales at 
all costs. Travel east until you reach a button In the lloor. 

Press this button once to call the lilt, 

Knler the lift and alter the door has closed go down through 
the lloor. Continue descending until you reach a pit with a 
toolbox In. Alter taking this lcx»llx»x go up through the lift and 
beyond until you come to a tra|xloor at the top of the shaft. 

Ojm ii this door. Once through go South until you come to an 
airlock. The trip is long so don't lx- fooled by repetitive loca 
lions. 

Once In the airlock you will find two buttons • green and 
yellow. The rule with airlocks is that the green button opens 
the door you have just come through whilst the yellow button 
opens the door you are about to go through. In this case the 
green button will open the north door and the South door will 
Ik* opened by the yellow button. 

Go through the South door until you reach the smooth 
cylinder. Go down from the smooth cylinder into the massage 
parlour and get on the couch. Walt there for one turn and then 
get off. Having a message enables you to carry more items. 

Staying on the couch has very serious consequences (no 

prizes for guessing what they are!) 

After having the message go east and get the slacker lift but 
leave the scalpel. Return to the smooth cylinder and go South 
to the cyladder. Walt hen* for a robot to approach and follow it 
down. You can try before a rolxit arrives but you will lx* 
rejected. 

Now go North from the large low room, through the library, 
into the mempak archive. Get the mempak and return to the 
library. Insert the mempak into the viewer and then examine 
the viewer. Two codes will lx* given - yours and the crew 
member you are supposed to wake. Make a note of the crew 
member’s as it is vitally important. Using the screwdriver from 
the toolbox get the batpak from the viewer. 

Now go to the cards and examine the airbed. You will find 
some LED's. Upon examination it will lx* discovered that they 
are in fact a diagnostic probe. Go to the cupboard to the North 
ol the diner and get both cup and lamp. Return to the diner 
and insert the cup into the machine. After filling the cup with 
thin lentil custard go to the holoprojectors South of the S.W. 
freezer control. Once there search the body and take the 
bracelet, necklace and Kevlar leotard. 


a complete walk-through 
by Simon Carter 

Now go to the console and wear the visor. To call up the menu 
examine the sc reen: LOOK AT (X). HUNK (where X is a 
number). 

Return to the diner and enter the date. Tills will bring you 
close to the damaged janitor droid. When you llnd him attach 
the diagnostic probe to him. 

Once you have found out which part he requires Icxik for it In 
the surrounding area. When It is in your possession give the 
|>art to tlx* droid and he will give you a bubble helmet. 

Now you need to obtain the lance from the droid handling the 
stores, litis Is accomplished by the following method: 

1. Gel the rod tic ket from the red ticket machine. 

2 . Swap Hie red tic ket for a rod form. 

3. Get the green ticket form the- green tic ket mac hine. 

4. Swap the rod form and the green ticket lor an orange form. 

5. Get another red tic ket. 

6 . Swap tlie rod tic ket and the orange form for a yellow form. 

7. Gel another green-ticket. 

H. Swap the green ticket and the yellow form for a green form. 
5). Get another red ticket. 

10. Swap the- red ticket and green form for the lance, (phe w!) 

Now go to the narrow Marbon cylinder and enter the- alrlcxk. 
Remember here to wear the leotard and helmet. Also Insert the 
batpak In the lamp. You arc now ready to traverse the Web. 
Tills will lake you to the snowfleld below the platform A. 
Summon the monorail and use* it to go to platform B. Enter the 
Snowball Hilton and go south until you reac h a store room 
with a llask of air and an aerosol can. Attach the flask to your 
helmet and place the can In the toolbox. Now close* tlx* toolbox. 
Return to Platform 13 and visit Platforms D. K and II. Al I) gel 
the shovel. At F go to the south corner of the cave and gel the 
linked cylinders. At H go to the large hanger and gel the 
ceramic armour. Now go to Platform C and dig In the* snow by 
the ladder to find the keys to the snowdozer. Enter the snow 
dozer Itself and get the lire extinguisher. Leave tin* snowdozer. 
Onc e you are next to the ladder drop everything except Hic¬ 
cup. leotard, bracelet, stacker lilt and the helmet. By now you 
need to wake Hie crow member to obtain the security code for 
the door in the Hilton”. 

The key for the crow member code you received In the library 
is as follows: 

Colour 1. Mortuary door - Blue or green. 

Colour 2. Colour of freezer disk. 

Colour 3. Sector on the corridor. 

Colour 4. Level of freezer disk. 

Colour 5. 6. 7. Coffin code Itself. 

Return to the first airlock you used and go North. Examine 
the bracelet you removed from the body regularly. It will have a 
series of colours on it. When the last colour is the same as 

it goes on over here 
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1 QUICK E’S ***** QUICK E’S 

*** 

** QUICK E’S ***** QUICK E’S 

Two Quickies from Fred Mei]er of The Netherl 
CHAOS then you can select the starting level 
Secondly in MISSION SHARK \ you 1 
you can also select the starting level by press 

ands. First up is another for FRED 11 you type in 
by pressing 0 to 9. 

ype in the name of the author JANUSZ PELC then 
mg 0 to 9. 



colour 2 on the crew members code go down the ramp In ihc 
same colour section. Go East or West until you find the lift 
button. Summon the lift and go to the level corresponding 
colour to number 4 above. If numbe r 4 was blue then you 
would press the blue button In the lift. Leave the lift and go 
East or West chec king for the bracelet against the lights in the 
ceiling. When the lights In the celling are the same as colours 

2. 3 and 4 enter the mortuary corresponding to number I 
above. Now press the three buttons that are the same colours 
as 5. 6 and 7 above. Take the coffin that appears to the revival 
machine which is to the north of the lift. To lilt the collin you 
need the slacker lilt. Rememlx-r that you still have to avoid the 
Nightingales. Once the crew member Is awake give them the 
cup with the thin lentil custard. They will then give you the 
code for the security door. You can now return to the door and 
go through. From the forest glade go North East and get the 
silver I ray and flute. Go also to the observatory and get the 
dark glasses. From the pink room you need to get the cat. 

Return to Platform C and go down to the snowdo/cr. Wear the 
ceramic armour and dark glasses and make sure you are In 
|M)ssesslon of the lance and linked cylinders. You can now 
repair tin- snowdo/er track. Using the keys you found In the 
snow enter the snowdo/er. start It by turning the key 
Now make sure you have got the* tooll)«.\. silver tray, flute, cat 
and lire extinguisher. Go to Platform I) and descend the 
ladder. From the bottom go North, through the Ice tunnel until 
you reach the massive waldrold. Mere you can open the toolbox 
with the aerosol In It. From here climb Jacob's bidder until you 
reach the wide ledge. Drop the cat. Mils will go about removing 
the slime to let you carry on. Climb the ramp and when you 
reach the T Junction wave the silver tray. Then make your wav 
to the control room. Afte r entering you will sec a terrorist with 
a rather menacing bomb. Now play or blow the flute which will 
shatter tin- bomb. You now have to extinguish the flames with 
the lire extinguisher using PRESS EXTINGUISHER. You can 
now return the ship to auto pilot by pulling another lever. 

J^ir t i>> / 


SCORING 

You score points for each of the following achievements 

1. Opening the collin. 

2. Summoning another coffin. 

3. Reaching the top of the elevator shaft. 

4. Being massaged. 

5. Using the cyladder. 

6 . Using the video viewer. 

7. Filling the square cup. 

8 . Using the screen at freezer control. 

9. Repairing the janitor droid. 

10 . Obtaining the lance. 

11 . Waking the frozen crew member. 

12. Learning the security code. 

13. Opening the security d(x>r. 

14. Repairing the snowdozer trac k. 

15. Starting the snowdozer. 

Mi. Removing the massive waldrold. 

17. Clearing the wide ledge of slime. 

18. Destroying the |>ortablc laser. 

19. Removing the hijac ker from the control room. 

20. Returning the ship to autopilot. 

Sometimes alter completing one of these tasks the score 
doesn’t register, however the score will usually be updated 
later. 

GENERAL HINTS 

To avoid the tedious web Journey collec t the handgun and 
step off the web. Wall until the game says you had better 
match speeds. Then you should SHOOT GUN. lids will place 
you below one ol the platforms. Mils Is however a one-way 
journey. To return use the spldroid hopper In the Hilton 
which will take you back across the web. It can also lx- used to 
return to the "Hilton'. 

In the area beyond the security d<x>r use- the holowund from 
the snake pit to dispel the Illusions. 


HELP WANTED **** HELP WANTED *«** HELP WANTED «* 


Just one cry for help this issue. L.D. Baxter of Hove Is absolutely stuck on QUESTRAU li 
hope that I have spelt that correctly it could lx* QUESTRONI 
He asks where Is the trumpet? I think that he’s done everything right but there must lx* one 
thing wrong. Also when he has crossed the sea and gone Into the dungeons he cannot get out - 
the game stops and an error message Is produced. It is different each time. He asks if there is 
something wrong with the game or the disk or is he doing something wrong. 

Right so. there is this issue s challenge. Don’t stand there reading this, get busy and solve L.D 
Baxter’s problem. 


The plea goes out again for more maps and 
Stuff to lx* sent in. it's getting rather bare here 
in the den and it needs filling up. Has anyone 
got the solution and maps to Worm In Para- 
dlse. I have seen the maps before but 1 11 be 
blowcd if 1 can find the issue of Atari User 
that they appeared in. 

Anyway, see you next time. Bright eyed and 
bushy tailed ready for plenty of exclusive tips. 


Send your hints, tips and maps to 

The Tipster 
New Atari User 
P. 0. BOX 54 
Stafford 
ST16 1DR 



FREE CASSETTES! 


H your hint. Up or map la used by 
The Tipster you can claim a FREE 
CASSETTE (from those currently 
available from The Accessory 
Shop) but you won t get one it you 
don't send something to The Tips¬ 
ter - get tipping now! 

HOW TO CLAIM 

If you see your name in this column 
just drop us a line and say My 

name is _ and I claim my free 

Tipster cassette' and simply tell us 
which cassette you would like (give 
an alternative just In case). We will 
whip it off to you poste haste (or 
straight away). If you prefer you can 
always give us a ring instead on the 
usual number 
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New XL/XE software 


W ith (he bulk of new commercial 
software originating in Poland 
and Germany it's easy to over¬ 
look the continuing enthusiasm of 8-bit 
supporters on the other side of the Atlan¬ 
tic. While Atari Corporation attempt to 
reverse their losses with promises of Fal¬ 
cons. Jaguars and other exotic creatures, 
several other organisations have re 
mained loyal to the 8-bits. Action Soft¬ 
ware of New York is a new company to 
the Atari scene and its President Emin 
Kaunis says that inspiration has been 
gained from the lack of quality in current 
computer games. He aims to fill the gap 
with inexpensive, user-friendly, enjoyable 
software. A tall order? 

Action's FURY Is described as an action 
adventure though In reality it’s a simple 
shoot cm up. Your Joystick controls an 
unnamed hero whose role Is to reclaim 



land invaded by an evil wizard named 
Taljun Cathu. There are five different 
worlds (tree. rock, alien. Insect and fire), 
each constructed from several screens 
viewed from an overhead perspective. 

Tlu* minutely proportioned hero can walk 
and fire single shots in any of the Joystick 
directions. Your aim is to annihilate a 
variety of adverse Inhabitants who other¬ 
wise fire back at you. You must also 
collect various objects that could bo to 
your advantage. Some items bring you 
extra health, some extra wealth and 
others are rather un¬ 
pleasant! Occasionally 
you may enter a shop 
and providing you've 
attained sufficient cash 
you can purchase s|x* 
dal capabilities - faster 
walking speed. Increased 
fire power, fireballs, con¬ 
fusion spells, limited 
shields and ’Armage¬ 
ddon' smart bombs. 
However. I completed 
the first level without re¬ 
quiring any extras. 
Action describe the 


The Wrath of 
Taljun Cathu 

graphics as state of the art’ but I’m not 
sure which decade they are referring to. 
The scenes are very straightforward in¬ 
deed and the text Is excessively fuzzy and 
difiicult to read. Some of the nasties are 
quite well drawn but the game Is clearly 
confined by unsophisticated program¬ 
ming techniques. Sound effects and 
music are basic, in more ways than one! 

Playing Fury is like entering a time- 
warp. It’s reminiscent of those addictive 
little arcade games of the early 1980’s 
good fun. but a million miles from the 
technical standard of modem day enter 
talnment. I had high hopes but. sadly. I 
must conclude that Action will have to do 
much belter than this If they are to 
accomplish their President's commend 
able objectives. 

Action Software can lx • reached at I'd. 
Bax 1222. Kiverdate Station. /Vein York. 
IVY 10471 1222, USA. 

Title: FURY 

Supplier: Aerion Software 
Price: $24.95 inclusive 

* Format: Disk 
Reviewer Paul Rixon 



MATH ENCOUNTER 


A lmost all of the computer prog¬ 
rams that aim to teach maths do 
so by creating a game which Is 
dependant on the user answering a num 
ber of numerical problems. Math En¬ 
counter Is no different but Is somewhat 
unique In being one of the very earliest of 
this type of program that looks as good 
today as when it was first released. 

The first thing that sets Math Encounter 
apart Is that it comes as a ROM cartridge 
so Is accessible to every Atari owner. 'The 
second Is that it was designed and prog¬ 
rammed by Professor John Y. Hsu who. 
presumably, is qualified in the education 
field. It certainly looks that way when the 
quality of the program is considered. The 
game itself is quite simple with four alien 
spacecraft at the top of the screen and 
your ’Hypersonic Missile Craft’ at the bot 
tom. You choose the starting level and 
the discipline from addition, subtraction, 
multiplication and division and the first 
problem comes rolling along the foot of 
the screen. 

On the first few levels the problems are 


quite easy and you have a good deal of 
time to work out the answer. Each of the 
four craft at the top of the screen has a 
number, only one of which is correct. 

You simply fire a missile at the ship you 
think has the right answer. If correct you 
score points and the next problem rolls 
on. but if you did not get it right then the 
correct ship begins to (lash allowing you 
to shoot it and progress to the next prob¬ 
lem. Initially the problems are quite easy 
and most children who have learned 
basic maths skills should lx* able to cope 
and have fun doing so. On the first two 
levels the screen can lx* frozen allowing 
the child, or a parent, to study the 
answer. On the highest levels however 
even the most agile minded adult may 
find things a little harder! 

Levels 5 and 6 increase the arcade cle¬ 
ment of the game requiring you to keep 
an eye on fuel, avoid meteorites and col¬ 
let*! fuel pods as you attempt to answer 
the question. These levels force you to 
retain the problem in your mind rather 
than study it on screen for it is easy to 


linger in the path of a falling meteorite 
while working out the answer by looking 
at the problem. 

Tlie graphics arc fairly simple but quite 
adequate for this type of program but 
what has kept the program relevant 
today Is a good, sound understanding of 
the methods of teaching maths. There is 
Just the right balance of game playing 
and teaching, making Math Encounter 
ideal for all ages. The only thing that 
seems to lx* missing is the ability to mix 
problem types but then children are nor 
mally taught only one concept at a time 
so this Is not a major problem. 

The surprise Is that this professionally 
produced and boxed program has. seem 
ingly. only just surfaced in the UK. It 
should c ertainly have been available from 
the beginning but we should lx* grateful 
that there it did not disappear long ago 
as most educational programs have 
done. Definitely one to put on your edu¬ 
cational shopping list. 


Title: MATH ENCOUNTER 

Supplier: Micro Discount 
Price: £5.95 

Format: ROM cartridge 

Reviewer: Les Ellingham 
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XL/XE UTILITIES 

TRANSDISK IV 

SOLVING SOME PROBLEMS 


O h no! not another article on TransDisk IV. haven't 

there lx*cn enough already? Well, this article is diffe¬ 
rent. While all other articles have taken a look at this 
brilliant piece of software and pointed out a few problems, this 
article actually looks at how to solve them! 


ENHANCED DENSITY PROBLEMS 

The hist problem is with the 1050 drive. Whereas 810 users 
can use DOS 2.0 and XI- 551 owners can use a double density 
DOS (Spartul)os or Mydos 4.0) to transfer TransDisk files from 
one disk to another, us 1050 owners are stuck with a little 
problem. DOS 2.5. and in fad all other enhanced density 
DOS's, mess up the TransDisk menu and therefore cause all 
sorts of trouble. The only wav around this problem was to use 
DOS 2.0 like our 810 counterparts. This however meant that 
sectors 708 to 908 become unavailable to IX)S. That's 200 
sectors straight down the drain on every disk you use. What a 
waste! On top of that, if TransDisk docs save any games onto 
these sectors (which will happen when all other sectors are 
full), then these games loo will become unaVcessiblc to DOS 
2.0. Now. at last, there is an alternative. 

The first thing to do is to formal a disk. It really Is necessary 
that you start off with a totally blank disk so don't tty to use a 
disk which has already got some Hies on it! This disk must bo 
formatted with DOS 2.0. Do not try to use DOS 2.5 since 
Listing I only works with DOS 2.0. Now go back Into Basic, 
and type in program listing I. checking it as you go with TYPO 



Raphael Espino has some 
answers to some of the more 
difficult aspects of transferring 
from tape to disk 

III. Once this is done, save it onto your blank disk, and then 
RUN it. II all goes well then you should Ik- presented with the 
All Done! message. Next go back into DOS 2.0 (by typing DOS), 
and select the L option (BINARY LQAD) from the menu, and 
when asked for the filename type in MDFDOS and press 
RETURN. Alter that you should press RETURN again. Now il 
you look in the top right hand comer of the screen you will see 
that instead the usual DISK OPERATING SYSTEM II VERSION 
2 .0s message, a new DISK OPERATING SYSTEM II VERSION 
2.0TD message will lx- displayed, with the 2.0TD in Inverse 
video. The TD stands for TransDisk. and is there to remind you 
that this DOS can ONLY lx- used with TransDisk game menu 
disks. WARNING: IX) NOT TRY TO USE Tl IIS DOS Wi ll I ANY 
OTHER DISKS since you may corrupt them. Also do not save 
any other files onto the DOS 2.0TD disk except lor Listings 2 
and 3. 

You should now save the DOS files onto your disk by using 
the H option from the menu (WRITE DOS FILES), and then 
dearly label this disk so that you don't inadvertently use it for 
anything other than TransDisk files. 

If you have managed it this far then congratulations, you can 
now fully use TransDisk IV along with your 1050 drive. 


SALVAGING CORRUPT DISKS 

The remaining problem now is what to do with those Irans 
Disk IV disks which were- corrupted with DOS 2.5. The Ix-st 
thing you can do is to format a blank disk using IransDisk IV 
and the same menu (XT or XL/XE) as the disk you want lo fix. 
Then using your new DOS 2.0TD copy all the files from the 
corrupted disk to the new one. using the O option (DUPLICATE 
FILE). Do not use the J option (DUPLICATE DISK) since this 
would corrupt your new disk as well. Finally you can re format 
your corrupted disk with TransDisk IV ready to save any new 
games on it. 


GAMES WON’T WORK? 

If. like me. you have found that some of the games listed in 
New- Atari User's list of games that have been successfully 
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transferred will not work on your 1050 drive, then the most 
likely problem Is that DOS 2.5 corrupted the game file. In this 
case you should (ry to pass the game(s) from cassette lo disk 
again, bul Ibis time use an uncomiptcd disk. Hopefully this 
time you should find that the games will work perfectly. One 
other note on copying Hies from one disk to another, and this 
applies to all disk drives, is that most DOS's including DOS 
2.0TD. cannot copy the boot sectors, and on the 1050 drive 
not all the sec tors above 908 ran be copied. This is not a 
problem if you only want lo copy game files, but If you want to 
copy the menu files from one disk lo another then this ran 
cause problems. lYobably the best thing to do is to use a 
sector editor/copier or some similar program to copy these 
sectors from one disk to another. 


OUT OF MEMORY PROBLEMS? 

The other problem that I've set out to solve affects all unex¬ 
panded 800XL and 65XE owners (and indeed all 64 K 
machines). If you own one of these machines then you will 


most likely know that there sire some games which simply 
can't be transferred to disk due to lack of memory. If you do try 
to transfer one of these games, then after about 15 minutes or 
so of loading the game you arc presented with the OUT OK 
MEMORY! message. Highly frustrating. You may think you can 
use the APPEND function on these games, but then you 
disc-over that the game comes with a small loader and a single 
very large game file, and it is this large file- that simply won't 
fit. This therefore renders the APPEND option useless for these 
cassettes. What's worse some of the lx*st games fall into this 
category Zybex. Hardball. Fantastic Soccer. Kick Off. Cosmic 
Pirate amongst others. 

So what can you do about it? Well wouldn't it lx- nice if you 
could somehow split this long file Into two shorter ones, which 
could then be loaded with TransDisk IV? Well, that is exactly 
what program Listing 2 does. Perhaps I should warn you 
before going any further that it takes around an hour to pass 
each of these games onto disk in this way. but believe me. once 
you have passed them it is well worth it. Just think, you will 
now lx- able to load your favourite games in a minute or so. 
and no more BOOT ERRORS! Anyway let's get on with it. All 
1050 owners should first modify DOS 2.0 as described above. 
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810 users should use standard DOS 2.0. and XF551 owners a 
TransDisk IV compatible double density DOS (SpartaDos or 
Mydos 4.0). Now type in Listing 2 checking it with TYPO III. 

Save it to disk, anti then repeat the process for Listing 3. 1050 
owners should save both these programs onto their DOS 
2 .0TD disk, all other drives can use any disk they want. 

You will now need a blank cassette. Any good quality 60 or 90 
minute cassette should do. If you are tempted to use a lower 
quality cassette, then remember that the better the cassette, 
the higher the chances of a successful transfer on your first 
attempt. Hie process is as follows: 

Step I; First Insert your blank cassette into your recorder, 
rewind the cassette to the beginning, then wind It on a couple 
of counts to get it past the leader. LOAD and RUN IJsting 2 
from disk. You should now hear two beeps. Press down both 
the PLAY and RECORD buttons on your cassette recorder and 
then press the RETURN key. The program should now save 
itself to cassette. The llrst step Is now complete. You need only 
do this step the llrst time round, after this the program will lx- 
saved on your cassette and you can then use it as many times 
as you wish. 

Step 2:This step Is only necessary If the game that you want 
to transfer has a loader routine. A loader Is a short piece of 
cotie which loads In. (usually) displays a loading screen and 
then loads in the game Itself from the cassette. If the game 
doesn't have a loader then skip this step. If It docs then you 
should pass this loader onto a disk In the usual way. That Is 
boot up with TransDisk IV. select the standard cassette read 
option, select a one stage load, and then when It has finished 
loading, save It to a disk using the Write option. Hie only 
difference Is that this flic should Ik- saved to disk with a .I.DR 
extension instead of the usual .OBJ extension. So If for exam¬ 
ple you were transferring Zylx-x. then you would save the 
loader onto your disk as ZYBEX. LDR. This file should Ik- saved 
onto a TransDisk XL menu disk. If the game has more than 
one loader' before the main piece of c cxlc. then you should 
load them all In together (by using a multiple stage load, with 
as many stages as loaders'), and then save the file with a .LDR 
extension. 

Note: II is a goixl idea to reset the cassette counter to 000 Ixfore 
you start transferring the loader, anti then make a note of the 
counter when the loader has Iteen transferred, fust In cast’ a 
loading error occurs later on. IJ this is the case, then you should 
rewind the cassette Ixtck to the beginning, reset the counitr. 
and then wind it on to the noted value, ready for i/our next 
attempt. 

Step 3: Pul the cassette onto which you saved Ustlng 2 in 
your deck, rewind It to the beginning, switch your computer 
AND disk drive off (after removing the disk llrst!) and then 
press PI .AY and switch your COMPUTER ONLY back on again 
while holding down both the START and OITION keys, and 
then press RETURN. The program should now load from cas¬ 
sette. Once it has loaded you should hear one beep, and then 
the cassette should stop. If this doesn't happen, then rewind 
and try again. If after a few goes you still haven’t got It 
working, then Listing 2 has most likely not been saved proper 
ly. so you must repeat step I again. 

Note: Even if you do have to repeat step I. you do not have to 
re/teat step 2. Step 2 need only be done once for each game that 
you wish to transfer. 

Step 4: Now wind your blank cassette on a couple of counts, 
then replace your cassette with the cassette game you wish to 
transfer and press PLAY and then RETURN. The game will now- 
start to load. If at any time the cassette stops and the screen 
turns RED. then a loading error has occurred. If this happens 
then you will need to rewind the cassette (see note on step 2 if 
the game has a loader), and repeat steps 3 and 4 again. If 
however the cassette stops, you get a GREEN screen and you 
hear tw-o beeps then the load was successful. 

Step 5: You should now insert your blank cassette, reset the 
cassette counter back to 000. depress both the PI.AY and 


RECORD keys on your deck and press RETURN. The game will 
now be saved onto your blank cassette in two halves. Once the 
llrst half has finished saving, the cassette will stop and you 
will hear another two beeps. When this happens write down 
the value of the cassette counter and press RETURN. The 
second half will now be saved. 

Step 6: You have now- split the large file into two smaller parts. 
Tliis new version of the game, saved in two halves on your 
cassette is totally useless on its own and If you do attempt to 
boot it then you will simply get a boot error. Now you need to 
boot up with TransDisk IV and rewind your cassette until tin- 
counter reads 000. Then using the Standard cassette read 
option from the menu, pass the first half onto a TransDisk XL 
menu disk In the normal way. specifying a one stage load. 
When saving this file use a . 1 extension Instead of a .OBJ 
extension. Then repeat process for the second half, only this 
time use a .2 extension. Again if you were transferring ZylK-x 
you would save the first file as ZYBEX. 1 and the second one as 
ZYBEX.2. If you get an error when loading the first half, then 
rewind the cassette bac k to 000 and repeat this step again. If 
you get an error while loading the second half then rewind the 
cassette back to the counter value that you wrote down In step 
5 and try again. If you get several cassette read errors, always 
in the same place when using TransDisk then the most likely 
problem is that the file has not been saved properly. If this 
happens then you should go back to step 3. and start again. 
Note: All files should Im’ saved under the same filename, with 
only the extender changing. So In the Zybex example the files 
should lx • sain’d as ZYBEX.U)R. ZYBEX. I and ZYBEX.2 for the 
loader /if there is one), first and second halves respecting, f 
i/on don't use this coni'entlon then Ustlng 3 ivlll NOT work. As 
another example Hardlxill amid be saved as HARI)BALLIJ)R. 

IIAKDBAU. 1 and HARDBAU-2. 

Step 7: If you have made it this far. then the hardest part has 
lx*cn done and all that Is left Is to link the files back together 
again. This Is considerably easier and much less error prone 
than splitting them up was. This Is where Listing 3 comes In. 
You should now rc-boot. I.OAD Ustlng 3 from disk and RUN II. 
You will now Ik- asked for a file name. If you want to sec- llu- 
disk direc tory then you should press RETURN on its own at 
this stage. Otherwise you should ty|K- in the same file name 
that you used to save the files to disk, but WITHOUT the 
extension. So If you were transferring Zylx-x. the files for which 
were saved as ZYBEX.LDR. ZYBEX. 1. ZYBEX.2. you would 
simply enter ZYBEX. no D: Is necessary, but it will still work If 
you do Include one. For simplicity, only one disk drive Is 
supported, so people who own two drives will still have to swap 
disks like the rest of us. You will now Ik- asked if the game had 
a loader. If it has then press Y otherwise press N. All you have 
to do now is follow the prompts. These prompts will ask you to 
Insert the right disks at the right times. The source dlsk(s) are 
those onto which you saved the split files (ZYBEX.LDR. 
ZYBEX. 1 AND ZYBEX.2 in the example), and these- will Ik- 
referred to by the name of the file. So you will lx- asked to 
insert, for example, the ZYBEX.LDR disk or the ZYBEX.2 disk 
or whatever. The destination disk Is the disk on which you 
want the final working version of the game to lx- saved on. 

Both the source and destination disk must be TransDisk IV 
menu disks. The source and destination files may be on the 
same disk, or they may all lx- on different disks, it Is entirely 
up to you. You must however have enough free sectors on the 
destination disk to fit the whole joined file in. As a guide you 
will need to add up the number of sectors taken up by the 
loader (If there is one), and the first and second halves of the 
game. So if for example the length of the files were as follows: 


ZYBEX. LDR 
ZYBEX. 1 
ZYBEX.2 


= 16 SECTORS 
= 198 SECTORS 
= 197 SECTORS 


TOTAL =411 SECTORS 


72 
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TRANSDISK FIK 
Listing 3 
by Raphael Espino 


CS 1 RFH 
UH 2 REH tl 
HU 3 REH tt 
KI 4 REH tt 

SG 5 REH U - 

HC 6 REH tt MEM ATARI USER 
CV 7 REH 
MM 8 REH 
JE 10 GOTO 5000 
RP 100 REH LOAD FILE 

AD 105 ? :? :? "INSERT ";F$; M DISK":** 


tt 
tt 
tt 

- n 

APRIL 1993 II 


•AM 


D PRESS AMY KEVQ":GOSUB 1010 
FK 110 TRAP 160:CLOSE ttl:OPEM ttl.4.0.F$ 

IN 120 POME 850,7:POME 852,224:P0KE 853,4 
6:POME 856,0:POME 857,100 
OR 125 I=USR(ADR("HhhSLVO"),16) 

HO 130 ML-PE EM (856) : MM-PEE M (057) : CLOSE 111 
: GOTO 198 

CM 160 TRAP 810 I IF PEEM (195)=136 THEM 130 
PM 165 GOTO 810 
AN 198 RETURN 
VA 200 REH SAVE FILE 

RS 203 IF MOT LDR AND MOT SC THEM M=(ML 
• NHN256)-132:MM IN 1 (M/2S6) :ML ~N ~ NHA756 
FA 204 IF NOT LDR AMD SC THEM N=(NL«NH«7 
56)-3 : MNriMT (M/256) I NL=R-NH»756 
VM 205 ? :? :? "INSERT DESTINATION DISK": 

t "AMD PRESS AMY M(Vf2":GOSUB 1010 
BM 207 FS (LEM(F5)-2)="OBJ" 

VO 210 TRAP 810IIF SO THEM CLOSE R2:0PrN 

H2,8,0,FS:50=0 

IN 220 POME 866,11iPOME 66B.724*A2:POKE 8 
69,46:POKE B72,MLlPOKE 073,MM 
00 225 I = USR(ADR("hhh£LVg)"> .32) 

OY 230 IF SC THEM CLOSE B7 
AO 290 RETURN 
RP 300 RFH FILENAHE 
CV 310 INPUT IS 

VI 315 IF LEN(I$)=0 THEM MHS="":GOTO 398 
JP 320 IF LrNCI$)>l THEM IF IS(2,2)=":" T 
HEN NMS = 1 $:GOTO 350 


IJ 330 NH$(1,2)="D:":MHS(3)=lS 

JM 350 FOR 0=1 TO LEM(NH$):IF MHS(0,0)=". 

" THEM MH$ (O) =••••: POP :GOTO 398 
JU 355 MEKT O 
AP 398 RETURN 
VC 400 REH GET FILE NAHfS 

ZT 410 ? "INPUT FILEMAHE":GOSUH 300 

MM 415 IF MH$ ="" THEM GOSUB 1200:GOTO 410 
OE 420 ? :? "LuADIR'' CV/N)":GOSUB 1010: LDR 
= (K = 89) 

AO 498 RETURN 
EH 800 REH ERRORS 

DT 810 TRAP 810: CLOSE ttl:C10SE M2:* "I PRO 
R-";PEEK(195)IGOTO 5*10 
OL 1000 REH MAIT FOR KEY PRESS 
MI 1010 POKE 764,25S:CL0SE HJ:OPFN 113,4,0 
,"K:":GET 113 , K : CLOSE IIJrRCTURN 
GS 1100 REH CONTROL 
TR 1105 A2=0:0=1:SO -1:SC=0:? 

OU 1107 IF LDR THEM F$=NH$:FS(LEM(FS)♦l>= 
".LDR":GOSUB 100:GOSUB 700:IDR=0 
FM 1110 FS=MHS:F$(LEN(FS)•!)=".1 ":0 = 1 

MS 1115 GOSUB 100:GOSUB 200 

MY 1120 Ff=NH$:F$(LEM(F$)«1)=".7 ":0=1:A 

2=3:SC=1 

ME 1130 GOSUB 10O:GOSUB 200 
Cl 1198 RETURN 
GH 1200 REH DIRECTORY 

SB 1210 TRAP 810:? : ? "DIRECTORY:": * ! 

CLOSE ttl:OPEN Ol,6 .O,"DTRAP 1750 
SE 1220 INPUT 111 ; D$ : •» DS:GOTO 1770 
RL 1250 CLOSE Mil? t? "AMY KEY TO C0NT1NU 
C"IGOSUB 1010 
CK 1290 RETURN 

ZH 5000 DIH FS (IS) ,MHS(15) ,D$ (18) ,IS(15) 
HI 5010 GOSUB 400 
KG 5020 GOSUB 1100 
YV 5030 ? :? "ALL DOME*" 

KT 5040 ? :? "RUM AGAIN*(Y/N>":GOSUH 101O 

:IF (K=89) THEM RUM 
FG 5050 END 


Listing 3 


you would need ul least 4 I I free sectors on your destination 
disk. 

If you have the appropriate number of free sec tors or more left 
on your destination disk then you are okay, otherwise you will 
need another destination disk that has enough free sectors on 
It. One thing to note Is that the loader, and the two halves of 
the game do not all have to be on the same source disk, each 
file can be on a separate disk If you wish. If both the source 
and destination are the same disk, then there Is no need to 
swap disks when prompted. Just press RETURN. The destina¬ 
tion ftlc will now be saved with an .OBJ extender and can bo 
run In Ihe normal way. If at any lime an error occurs, you will 
be Informed of this. If at any time you make a mistake and you 
want to restart the program then stop the program with Ihe 
BREAK key and type RUN (and press RETURN). 

Note: Listing 3 will not delete the .LDR. . I or .2 flics, so if you 
want to get rid of them after they have been linked, then you 
will have to delete them with a DOS. 


NOT SO COMPLICATED 

The above procedure can seem quite complicated at first, but 
you will soon get the hang of It. In fact most of the stuff is quite 
obvious (like press RETURN or press PIAY and RECORD!). If 
however you do wish to have a couple of ‘practice* runs, then 
you can use a cassette game which has a very short loading 
time, and which you have preferably already transferred to 
TD4 in the usual manner. Using a short cassette for practising 


has the advantage Dial It will normally take only 10 to 15 
minutes to go through Ihe whole procedure, and II gives you 
confidence to tackle the longer games. 


TECHNICAL NOTES 

The cassette loader program (Usting 2) is rather crude since 
by necessity it has to lake up very little memory, therefore 
leaving as much as possible for the game. II even switches the 
screen off to gain an extra IK of memory, and the main code 
Itself is actually hidden In Ihe RAM under the O.S. ROM's, this 
means that it should lx* possible to pass a game even if il uses 
up all 48K of RAM. 

Usting 3 should only lx* used with Atari Basic and not Turbo 
Basic. If you do try and use it with Turbo Basic then It will lock 
up. The reason for this is that the program assumes that 
certain areas of memory will be empty, which will lx* the case 
in Atari Basic but not In Turbo Basic. Sorry, but I wanted to 
keep the listing as short and as simple as possible, and 
besides there Is no real gain from using this program In Turbo 
Basic anyway. 

Finally, you will only lx* able to pass standard cassettes with 
these programs. Any cassettes that have been saved In the 
non-standard format will not load into Listing 2. I have not yet 
come across any non-standard format cassettes which can’t be 
transferred in the normal way on a 64K machine, but there 
may be .some out there. 

I hope that you can now transfer all those problem tapes. 
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XL/XE PROGRAMMING 

SLIME BLASTERS 


T he final listing In this series is a game called SLIME 

BLASTERS and. although simple, il demonstrates the 
use* of the three mac hine-code routines contained with¬ 
in the INVADERS game, published In the last Issue. If you 
have the Invaders listing then you can save yourself some time 
by MSTIng out lines 24 100 24248 and using these as the basis 
ol this issue s listing. Hie listing Is heavily REMcd and should 
he fairly easy to understand, so type it in and don't forget to 
save a copy before you RUN It. 

HOW TO PLAY 

The game Involves two players, using both Joystic ks, who 
move ships along the edges of the display, blasting globules of 
space-slime. The first ship to reach the target score, set before 
playing, wins! 

Once you have finished playing the game, you may want to 
use the routines that move the ships, sound the effects and 
move the missiles. In your own program If so then read on. 

HOW TO USE 
THE ROUTINES 

The sprite (known on the Atari as a player) and missile 
routines work In conjunction with the I'MG (Player Missile 
Graphics) system. Before calling the routines you must:- 

I Store all data for the player images and sound effects In 
memory - Lines 140-415 
2 Set up your display (Mayfield) - Lines 700 - 728 
3 Before each game, clear a page at 1536 and store 
movement table - Lines 730 - 732 
4 Set up the I’MG system - Lines 750 - 755 
5 If you arc using the sound routine, enter a line equal to 
line 795 


THE SPRITE ROUTINE 

To use the sprite routines you must have some sprite shape 
data In memory. The computer interprets this data in the same 
way as GRAPHICS 0 font data, the difference being that sprite 
data can be more than eight bytes long. 

The format for the sprite call is:- 

CALL=USR (SPRITE. SPRITE. SPR. PMB. IMG. FLN. FNM. 

ATP. ASP. DIR. LNX, LNY. STX. STY. YMN. YMX. PSX. 

PSY. CLN. CVL) 


Steve Lakey concludes 
his series by letting you 
in on the programming 
secrets behind his games 


The parameters in ibis call are as follows 
SPRITE - Range: Not Valid 

Tills is the address of the routine, which can hr stored any 
where In available RAM. As you can sec. It has to lx* entered 
twice at the beginning of the c alling command 

SPR - Range: 0 3 

This Is the sprite number, equal to the player number 
PMB Range: See text 

Tills is the base page of your PMG area (PMG AREA/256). If 
you use* a different PMG area to the one in Listing 6. then II 
must lx* on a 2K boundary 

IMG Range: Not Valid 

nils Is the address of the Image data for this particular sprite. 

If there Is more than one frame lo your sprite, then each frame 
should be the same size and be placed in memory, one after 
the other 

FLN Range: / - 64 

Tills holds the length of a frame, even If there is only one 

FNM - Range: I 255 

This holds the number of frames 

ATP - Range: See text 
This is the Animation Type:- 

0 = Wrap around animation 

(e g. 1.2. 3. 4- 1.2. 3. 4- 1.2.3. 4) 

1 = Rebound animation 

(e g. 1.2.3. 4-4. 3. 2. 1-1.2. 3. 4) 

Adding a 2 to ATI* will direct the routine lo lest Joystick 2. as 
long as joysticks have been enabled with DIR 

ASP - Range: 1 255 

This is the Animation Speed. l=Fast 255=Very Slow 

continued on page 28 
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SLIME BLASTERS 


i 


LISTING 6 


OPR 1593 « 


MM 105 REH N 'SLIM BLASTERS' * 

DR lie REM « By Stephen Lakey « 

JC 115 REM --„ 

JB 120 REM * LISTING 6 N 

JE 125 REM - -- 

TY 130 REM ** NEH OTORI USER - OPR 15*3 • 

NL 139 REM tTHiHHn 

JT 140 N0=0:Nl=l:N?=Nl*Ni:N3=N2*Nl:GO=168 
7: MITrl/88:CONSOL=S3279:COLUMB = 85:ROM- 
04:MORGIN~02:CURSOR-752:HEK=32500 
CT 142 AUDCTL=S3768:REH Oud.o Control 
BJ 145 POKE MORGIN,N0:POKE 710.NO:? CHRSt 

1251{"Initialising.. 

UU 150 DIM HH$ <100) ,CL$C17) .SHIPC12) ,EFF C 
61 .FOE Cl2) ,PLYR(N3) .DIE CN3) 

BO 152 RESTORE 1/000:FOR I = N0 TO 7J:RE AD 
0:POKE HEM*I.o:NEXT I:REM Hexadecimal 
To Memory Mover 

BM 154 CL$="hhn < *Hn>a«a^>CLn«‘':REM Memory 
CIearence Routine 

JR 160 SPRITE = 33920:ME N; SPR ITE:LM-?4108:L 
=684:GOSUB 23000:reh Store Sprite Rout 
ine 

ZL 165 MISSILE = 33 200:MEM=MISSILE:LN=24200 
:L=6/6:G0SUB 23B00:RFM Store Missile R 
outine 

OY 170 NOISE = 3 2600 : MM-NOISE :LN=24230:L=3 
/5:GO sub 23000:REM Sound Routine 

cr 105 ? chr$( 125)."initialising.. 

ZT 299 REM 

GO 300 PMB-144:RESTORE 31000:C=PHB«256:1= 
N0:SMTP (I) =C 

B? 305 READ A:If A = -N2 THEN 1 = 1*N11 SHIP(I 
)=C:GOTO 305:RFM Set sprite Address 
KG 310 If Ar-Nl THEN 350 

MO 315 POKE C.A:C=C*Nl:GOTO 30S.-REM Store 
Data 

PC 350 SND=i43M256:RESTORE 30S00:C=SHD:1= 
N0:EfftI>=C 

HJ 355 READ A:ir A = -N2 THEN 1=1«N1:EFF(I) 
=C:GOTO 355:REM Set Effect Address 
HN 360 If A--NI THEN 400 

BP 365 POKE C.A:C=C*N1:GOTO 355:REM Store 

Data _ 

YV 399 REM 01>1IW9 

KT 400 ALN=1S2M286:RESTORE 30750:C=ALN:1= 
NOlPOE CIS =C 

ZJ 405 READ A:IF A-~N2 THEN I=I»N1tFOECI> 
=C:GOTO 405:REM Set Frane Address 
JJ 410 IF Ar-Nl THEN 700 

MB 416 POKE C,A:C=C*N1IGOTO 405:REM Store 

•ata _ 

SA 700 REM H aTM3T .YIJI1 0 . ] 

JJ 705 GRAPHICS 0:POKE 708,102:POKE 709.8 
: POKE 711.2321 POKE 710.0:DLISTrPEEKC56 
0)*PEEK(S61)W2S6 

MJ 710 POKE DLIST*3.70:POKE DLIST♦6.6:RFM 
Line 0 TO GRAPHICS 1CANTIC 6> 

PO 715 POSITION N0.N0:? "PLAYER 1 PlAY 

ER 2" 

IM 718 POKE MARGIN.N0:POKE CURSOR.N1:REM 
Set left Margin And Cursor Off 

SP 720 ? "-- 

" "J 

SP 722 FOR VrNl TO 20 

MY 724 FOR STOR = N0 TO 4:Mr1♦INTCRND(MB)«3 
0> :POKE COLUMB.Mr? "."; :NE KT STAR:? 

MM 726 NEMT V 

TN 728 ? "-.- 


9 

RO 729 REM 

UN 730 TARGET=100:N=USR(ADRCCL$).15361:RE 
M Clear A Page(2S6 Bytes) At Page 6<«2 
561=1536 

NK 731 RESTORE 732-.F0R 1 = 1671 TO 1671*15: 
READ A:POKE I,A:NEMT I:REM Movement Ta 


NH 732 DATA 0.1.1.1,0.255.255.255.255.255 
,0.1.1.1.0,255 

MM 734 IF PEEK(CONSOL)=3 THEN IF TARGET <1 
000 THEN TARGET = T ARGE T *50 : REM Check Op 
t i on? 

OH 736 IF PEEK(CONSOL)=5 THEN IF TARGE T >1 
00 THEN TARGET=TARGEI-50:RFM Check SeI 
ec t 

736 POSITIO N 4,10:? ' 
lifl>tU(<DIV"; TARGET;" " 

AB 740 IF PEEK (CONSOL) <>6 AND STRIG(NO) A 
ND S TRIG(N1) THEN 734.REH Check START 
And Both Triggers 
KO 742 POSITION 4,10:? " 

• • 

DS 749 REM 

KU 750 PMBASE=S4279:REM You Store PMG Bas 
e Page Mere 

KF 751 DMACTL=5S9:REM Direct NeHory Acces 
s Control(Enable PNG And Alters Dispia 
V) 

Mf 752 HPOSN0=5324B:REM Store Player/Hiss 
ile Horizontal Location In 53240-53255 
PL 754 MIDTM=S3256:GRACTL=S3277:REM Playe 
r Midth:Graphics Control(Enables PNG) 
bg 755 PC0LR=704:prior= 6?3:RFM Colour Reg 
isters And Priority Select Register 
JV 756 NMIEN=54206:CRAF=53261:REH Non Mas 
kable Interupt Enable And Player/Missi 
le Data Register 53261-53265 
MG 760 FOR C=PMBN256*768 TO PMB«?56*1792 
STEP 256:M = USR(ADR(ClS),C) t NEMT C:REM 
Clear PNG Area 

AK 765 POKE PNBASE.PNB:POKE DMACTl,62:POK 
E GRACTL,NJ:RIM System On 
BP 770 POKE PCOLR.B«16*6lPOKE PCOLR«Nl,52 

* RE M set Ship colours 
RM 775 POKE PRIOR.16*1:REM MiSSiles ColOU 
r In PEEK(fll)*Srites Have Priority ov 
er Background 

IV 790 SCOR1=N0:SCOR2-N0:POSITION 20.NH:? 
SC OR 1;" ":POSITION 32.NO:? SCOR2; 

•• •• 

FF 795 FOR C=N0 TO NS:SOUND C,NO.N0.NO:DI 
E (C)=NO:NENT C:REM Initialise Sound An 
d Explode Flag 

AF O0O SPRrRR:REH Spr■teCPI AYER>=0 
UN 801 ING:SHIP(SPR):REM Image Address 
NT 802 ELN = ll:F NM-4:RE M Frame Length And 
Quantity 

YO 80S ATPrNO:ASP-6:REM Animation Type An 
d speed 

IS 804 DIR=128*3:REM Diiect»on=Use Joysti 
ck♦No vertical Movement 
RF 805 LNM=60:LNY=188:YMN=20:YMM=??0:REM 
Movement Box(LEFT:RIGHT:TOP:BOTTOM) 

NR 806 STM=N3iSTY=N1:REM Horizontal A Ver 
tical StepCAiters speed) 

CE 807 PSM=120:PSY=2O2:REM Initial Positi 
ons 

AE 809 CLN=128:CVL=N0:REM Collision SwitC 
h (OFF) And Value 

MF 810 GOSUB 20000:REM Set Bottom ShipCGa 
me Player 1) 

DT 050 SPR=N1:IMG:SHIP(SPR):REM Next Spri 

te And Image 

TP 855 ATP=N0«N2:PSY=S8:REH Set Animation 
Type ♦ N2CUse Joystick 2) 

NY 860 GOSUB 2O0O0:REM Set Top Ship 

TO 900 MSL = NO: I MG = SMIP(N2) :REH Access Mis 
sile Image For Missile 0 
YN 901 FLN=17:SMT=N3:REM Set Frame Length 
And Switch To On 

JO 902 HOD = 128*16*N1 :REM Set 128CStop Mr a 
p Around) 16 CSpeedM2) 1(Access Startin 

continued ^ 
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SLIME BLASTERS 


g position Indirectly! 

P5 *03 CLM—M2:CVL=12:REM Collision Switch 
And Check Value 

MS *04 LNX=M0:LNY=134:REM Horizontal And 
vertical Howetwnt Lengths 
DM 905 PSM=1764:PSY=1768:REM Initial POSi 
tion Fetched Indirectly From These Add 
resses Corresponding To Player 1 
EO 906 DIR=128:REM 128 CMait For Trigger 1 
> * 8 (Move Up) 

EU 907 STP=GO:REM One O# The Four Address 
es At GO Hill Be Cleared On A Collisio 
n Causing A Sprite To SToP. 

PU 908 ofx=M 0:OFV=253:REM No Horizontal o 
ffset.A Vertical Offset 
VO 909 GOSUB 20200:RFM BottOM Ship Left M 
i ss i I e 

YD 910 MSL-M2:IMG-SHIP CM3) :REM HiSSile 2 
And Next Data Image Address 
GX 912 0FX = 6:GOSUB 20200:REH BottOM Ship 
Right Missile 
HI 920 MSL=M1IIMG=SMIPC4) 

JM 922 P5X=i765:PSV=1769 
ET 924 OFX=M0:OFY=N0 

LJ 926 DIR-64*4:REM 64 CTRIGGER 2) ♦ 4CMow 

e Down) 

PX 930 GOSUB 20200:REM Top Ship left Miss 

lie 

YB 940 MSL=R3:IMGrSHIPC5) 

TB 945 OFM=6!GOSUB 20200:REM Top Ship Rig 
ht Missile 
NC 949 REM 

MT 950 POKE AUDCTL.NO:NUM=NO:SPEED=M1:M-U 
SR CMOISE.NOISE.SPEED.HUM.EFF CHUM)) :REM 
Top Ship Laser 

MC 955 HUH=H1:X=USRCHOISE,NOISE.SPEED.HUM 
,EFFCHUM)):REM BottOM Ship Laser 
CS 960 HUM^H2:M=USRCMOISE.HOISE.SPEED.MUM 
,EFFCHUM))sREMSlime Explode 
MH 999 REM OVEMI'H 

CC 1000 GOSUB 5000:REM Space Slime 
XA 1050 GOSUB 4700:REM Explode Slime? 

XP 1055 IF DIE CH2)<>M0 OR DIECM3)<>M0 THE 
M 1498 

CZ 1100 IF SCOR1> = TARGE T OR SCOR2> = TARGET 
THEM GOSUB S500:COSUB 5600:GOSUB 1508 
:GOTO 730 
PD 1498 GOTO 1000 
ia 1499 REM 

GC 1500 POSI TI OH 6.10J? “QDIEV'I 
FM 1505 IF SC0R1>=TARGET THEM 7 "fl-JlGOTO 
1515 

AZ 1510 IF SC0R2>=TARGET THEM ? 'ft'! 

u 1515 ? "Kioi—rntmiiui' 

TX 1520 OH PEEKCCOHSOL)06 GOTO 1528:RETU 
RM I REM Hait For START Key 
ZH 4499 REM WMAUS 

VC 4500 SCORl=SCORl*18:POSITIOH 2O.M0:7 S 
COR11" " 

SE 4550 GOTO 4610 

KT 4600 SCOR2=SCOR2*10:POSITIOH 32.H0:7 S 
C0R2 

KG 4610 DIEC5PR)=M1:REM Set Explode Flag 

BL 4615 RETURH _ 

SI 4699 REM 

XA 4700 FOR SPR = H2 TO H3:REM Check S1. me 
Sprites 

UD 4702 IF DIE CSPR)<>M0 THEM 4750:REM Exp 
lode Hanted? 

AS 4704 HEXT SPR:RETURH 

JY 4750 IMG^FOE CDIE CSPR)):REM Access Corr 
ect Fr a*»e 

GD 4752 IF DIECSPR)=M1 THEM POKE EFFCM2). 

HI:REM Turn On Sound Effect 
XM 4755 YMH=56SYMX=216:REM MiniMUM VertiC 
al View Coordinates 

KT 4760 CLM=128:CVL-M0:REM Collision Dete 
ction Off 


BL 4765 FLM=15:FHM-1:REM Data Addesss.Fra 
Me Length.Ho. Of FraMes 
JU 4770 STXZM0:STY-M0:LMX=M0:LMY=M0:DIR=N 
8:REM Routine Hill Just Plot Hot Move 
MC 4775 PSX=PEEKC1764*SPR):PSY-PEEKCl768* 
SPR):REM Use current Positions 
UH 4778 IF DIE CSPR)> H1 THEM POKE MIDTH*SP 
R.Ml:REM Double Hidth 
TF 4779 POKE PCOLR•SPR.14:REM Turn Hhite 
VF 4780 GOSUB 2O000:REM Plot FraMe 
PF 4785 DIECSPR)=DIECSPR)*Hl:OM DIECSPR)< 

4 GOTO 4704 

SR 4790 X=USRCADRCCL$),PMB«756*1024♦CSPR* 
256)):REM Clear Sprite Strip 
TF 4792 POKE EFFCM2).M0:REM Sound Effect 
Of# 

MH 4795 POKE HIT*SPR.M0:DIECSPR)=M0:COTO 
4704:REM Cle ar Explode In dicator 
VO 4999 REM UW1Mlil* 

YD 5000 FOR SPR-N7 TO M3:REM SliMe IS Spr 
ites 2 A 3 

AS 5001 IF DIE CSPR)=M0 AMD CPEEKCHIT«SPR) 
rHl OR PEEK CHIT*SPR)=M3) THEM GOSUB 45 
00 :REM Player 1 Score 
PS 5002 IF DIE CSPR)=M0 AMD CPEEKCHIT♦SPR) 
rM2 OR PEEK CHIT*SPR) = 4) THEM GOSUB 460 
0 :REM Player 2 Score 

MS 5003 IF DIECSPR)=M0 AMD PEEK CGO* SPR>-M 
0 AMD PEEK CHIT*SPR)-N0 THEM GOSUB 5100 
:RFM Mew SliMe 
AF 5004 MEXT SPR t RE TURM 
GM 5099 REM (341 *1JIWHCI^ 

VT 5100 YMM=56:YMX=216:REM Mini mum VertiC 
al View coordinates 

KK 5105 CLM=120:CVl=M0:REM Collision Dete 
ction Off 

YK 5110 IMG-FOECM0):FLM-15JFMM-3:REM Data 
Addesss.FraMe Length.Mo. Of FraMes 
MC 5115 ATP=M0:ASP=10:REM AniMation Type. 
AniMation Speed 

IG 5120 DIR=1**NTCRNDCN0)«0):REM DirectiO 
n 

HH 5125 OM DIR GOSUB 6100.6150,6200.6250. 
6300.6350.6400.6450 

RO 5130 X=USRCADRCClS).PMB»2S6*1024*CSPR" 
256))iREM Clear sprite Strip 
LZ 5135 POKE PCOLR*SPR.1604C5PR“M2>IRFM S 
et Colour 

NM 5138 DIECSPR)=M0IPOKE HIDTH*SPR,M0:REM 
NorMal Hidth 

AD 5140 GOSUB 200B0:REM Set Sprite 

AU 5150 RETU RH__ 

MU 5499 REM UMilBiMUJim'PlIOi! 

HP 5500 POKE MMIEM.M0:REM Turn O.S Off 
MM 5505 POKE 54B,138:P0KE 549,194:REM Tur 
n Off sprite Routine 

OR 5510 POKE 546,226:POKE 547.192;REM Tur 
n Off Missile Routine 
ML 5515 POKE S30.M0:REM Sound Off 
BC 5520 FOR C=MO TO M3:SOUMD C,M0.M0.M0:M 
EXT C:REM Clear Residue Sound 
OP 5575 POKE MMIEM ,64:REM O.S On 
AH 5530 RETURH 
rj S599 rem 

EG 5600 POKE GRACTL,M0:REM PMG Off 
JM 5605 FOR C-M0 TO 4:POKE GRAF*C,M0:MEXT 
C:REM Clear Player and Missile Stripe 
s FroM screen 

MM 5610 FOR C=M0 TO 7:POKE MPOSM0*C.M0:ME 
XT C:REH Clear Sprite A Missile Hor.zo 
ntal Positions 

US 5615 POKE DMACTL,34:REM Standard D.SPl 


Stripe 


Missile Hor 


AV 5670 RETURN 

AV 6099 REM J* 

UG 6100 LMX-185:LNY-N0:REM Horizontal 
vertical MoveMent Lengths. 
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DM 6110 PSX=212:PSV=70*INT(RND(N0I«11S>:R 
CM Horizontal And vertical Starting Po 
sitions. 

RI 6115 STX-N2:STY=N0:REM STEP Values 
ZR 6120 D1R=6:REM Actual Direction 
AS 6140 RETURN 
KA 6149 REM iZtiimZHTfl 
JX 6150 LNX=10S:LNY=N0 

U1 6155 PSX=40:PSV=70*INTCRNDCN0>* 115) 

LJ 6160 STX=N2 : STY=N0 
XI 6165 DIR = 2 
BB 6170 RETURN 
YI 6199 REM 

XV 6200 LNM=1B0:LNY=100 
JA 6210 PSX=44:PSY=60 
MI 6215 STX=N2:STY=N1 
MO 6220 DIR=3 
BO 6245 RETURN 
VO 6249 REM £L'I3£1£UE] 

BJ 6250 LNX=16S:LNV=100 
XZ 6256 PSK=204:PSY=60 
MD 6260 STX=N2SSTV=N1 
VO 6265 DIR-5 
CD 6295 RETURN 
ZM 6299 REM WlMildM-i 
VA 6300 LNN=1B0:LNY=100 
VZ 6302 PSX=44:PSV=195 
LO 6310 STM=N2sSTV=Nl 
MN 6315 DIR=1 
BO 6345 RETURN 
AC 6349 REM 

BL 6350 LNX=16B:LNV-100 
PM 6352 PSN=204:PSV=195 
MS 63S4 STX=N2ISTV=Nl 
VO 6360 DIR=7 
Cf 6395 RETURN 
BK 6399 REM GHMrClM 
ML 6400 LNX=N0:LNV=190 

LB 6402 PSX=404INTCRNDCN0>«142>:PSV=40 
LO 6410 STM=N0!STY=N2 
XP 6414 DIR = 4 
BS 6445 RETURN 


XA 6450 LNX-N0:L NY -190 

XV 6455 PSX=4O*INTCRND(N0>«142>lPSV=200 
MD 6460 STN=N6tSTV=N2 
CO 6465 DIR=N0 
CM 6495 RETURN 
VC 16999 REH 
CZ 17000 DATA 104,104.133,204,104.133,203 
,104,104,133,205,104,133,207.104.133.2 
06,160.0.132.209,177,206.56,233 
IF 17002 DATA 40,201,16.144,2,233.7.24.10 
,10.10,10,133,208,200,177,206,56.233,4 
B.201,16,144,2.233 

EZ 17004 DATA 7,24,101.200,133,206,152,72 
,164,209,165.200,145,203.230,209.104,1 
60,260,196,205.2 00,204,96 
PQ 19999 REM 

VF 20000 X=USR(SPRITE,SPRITE.5PR.PMO,IMG, 
FLN.FNM,ATP,ASP.DIR.LNX,LNV.5TX.STV.YM 
N,YMX.PSX.PSV.CLN, C VL > t RETURN 
FL 20199 REM riHlMliMlW -gPIlPa 
XI 20200 X=USR(MISSILE,MISSILE,PMO»256,MS 
L,SMT,MOD,OFX,OFV,DIR,CLN,CVL,LNX,LNY, 
PSX.PSV,IM G,FLN.STP,HITT:RET URN 

NM 23000 RESTORE LN ! ? CHR$ (12S> ;"Reading 
Block At Line ; LN 

AO 23002 READ HX$:X=USR(HEX,MEM,LEN(HX$>, 
ADR(HXS)I:L=L-CLEN(HX$>/2>:MEM^MEM*(LE 
N CHXS) /2 J : ON L > N0 GOTO 23862:RETU RN 
MP 24099 REM M 

MP 24100 DATA 6O68OD86061O6B69C98D8506900 
3EE8606AD2502CDO606F01OA203A9009D97069 
DFC06CA10F7AE8606AC8506A9O7205CE468 
HP 24102 DATA 6818OAOAO868688D960668999D0 
668999C0668689DA40668669DA80668669DAC0 
668689DB0069DB406A9009DB8069DBC069D 


24104 DATA FC0668689DC00668689DC4069DC 
80668689DCC069DD00668689DD40668689DD80 
660689DDC0668689DE00668689DE4069DEC 
24106 DATA 06187DC4069DC40668689DE8069 
DF 006187DCC069DCC068A9DF 40668683006180 
A0A7DF406 9DF40668609DF 806A9019D9706 
24108 DATA 60A203BDF 4063017A8BDT 806D9O 
4D0D00FBC9/06F009989DFC0688989D9/O6CA1 
0E1EOOE1ED0I004T00ABD9706D008F8E004 
24110 DATA D0F24C62E4188A0AA8B99C068SC 
BB99D0685CCBCB806F01018A5CB7DA40685CB9 
002F6CC1880001018A90085CD8A69046D9H 
24112 DATA O6OSCEBCE00684CFA000T002DOB 
49O4OBDC086300CA5CFDDE006B80FDDDC06900 
960A040B1CBA4CF91CDE6CF60A0C098DDA4 
24114 DATA 06D0D9F007D0D3BDAB06C90IT 05 
5DEB006D050BDB4069DB006BDACO629FDD013F 
EOO06BDB806DDA806D03OA9009DBB061O90 
24116 DATA 30BDBC06D01CFEB806BDB806DDA 
806D0 70DIB806C901F 00SDI HBU6A90 19DBC06D 
00FDEB806100AA9019DBB06A9009DBC06BD 
24110 DATA E4069DO0D0IO9002D09718BDC00 
63066BDD406O5CFD0059DCB06F01EBDC806F01 
9DCCB06BCC00618B9O706T003FEEC067DE4 
24120 DATA 06 9DE4O6C6CF D0E2BDD806O5CTD 
0059DD006F01EBDD0O6P 019DED006BCC00610B 
90F06F00IFCF0067DEO069DE806C6CFD0E2 
24122 DATA BDD006D00ABDCO06D005A9O09D9 
706FOD092BDAC064AA8BDC0O6197O02AOC90FF 
0ED29034903F02C9O4O7901D013BCDB06BD 
24124 DATA DC06DDEO06F019DEE80688D0F2F 
011BCDO06BDI006DDEO06F 006FEFB06B8D0F7 6 
OAO9O290C4 90CF 0B4 9829O4D013BCD4 06BD 
24126 DATA CB06DDE406T0A4DEE40680D0F2F 
09COCD406BDD006DDE406T091FEE40688D0F2F 
009 

24199 REM flTW(1 CM 4ZI4H 

24200 DATA 6O6OBD010660BD00066BBD03066 

D0C066O6O9D10066O6O9D14068A9D1B061O 
24202 DATA 0OAO6O6O30061B0A0A7D1O069D1 
80660609D1C06606O9D20069D24066B6O9D7HH 
69D2C066099310699390660993006993B06 


05CO66OODSF 066OOD5I061OAD0I06AAAD00 
JI 24206 DATA 0669A4AO900IE01BA906705CE46 
0A203OD0406D006CA10T 04C5FE4C903D05COA1 
B0AA8BD24069D2006OD2C069D2B06B93806 
GV 24700 DATA 993006093906993106094806994 
006094906994106OD0O06290IF02BO93006B5C 
OB93106O5CCO4CDA000O1COA4CD993006O9 
AS 24210 DATA 40O6O5CDO94106O5CCA000D1CBA 
4CD994006A9019D040610900298950C180604D 
13053B900DO3D1C06F04O48A003604084CD 
IJ 24212 DATA 4AC6CD10T O9034A5D1D009BA186 
9019960069022AD5D06F 00B85CCAD5C06O5CBA 
90091CBAD5F 06F00DO5CCAD5E0685CBBA 18 
KU 24214 DATA 690191C0A9049D04868810OF68A 
9008D1ED0189007909FBD0406C902T022C904F 
023OD140629C0F017A800A9O03D1406D001 
HO 24216 DATA C818B98402F007A9039D0406D0D 
5A9029D04068A180AA8AD0306690385CCB9300 
685CDO94006O5CFA5CF187D100685CBA5CD 
MR 24210 DATA 1O7D0C069D04D08A180AA8B95O0 
605D0O9510685D1OC580688984OA5CB48A5CC 4 
O1O9002D0O4B1D0D00OB1CD3D6406109002 
UH 24220 DATA 11CB91CB8O10EDBD0806297E4A8 
5CB4OOD14062907O5CC1OBD04O6C9O4D008A90 
09D20069D2806BD2O06F01FA4CCA5CF1079 
HO 24222 DATA OF0685CFDO0CBD08061007A9009 
D2806F0E3DE7806C6CB1ODC6BO5CB189007D09 
FOD2006FO1FA4CCA5CD1079070685CDD00C 
OE 24224 DATA BD08061007A9009D7006F0E3DE2 
086C6C010DC8A1B0AA8A5CF994006A5CD99300 
6BD2006D01EBD2006D019A9O39D04066805 
SM 24226 DATA CC6885C068A8BD640631CB91CB8 
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,63.51,0.0,0,0 

PD 38755 DATA 8.8,8.0,68,92,254.127,254.1 
26,51,8,8,0.8 

OB 38768 DATA 0,0,0.8,4,124,255,254.127,2 

39,45.8.0.8.0,-2_ 

LU 30765 REH j 

CC 30770 DATA 0.0,8,0,40.60.28.56,28,52,8 
.0.0.0.8 .-7 

RH 30775 DATA 0,0,68.102.38,0.0.0.0.100.3 

8 . 90 , 0 . 0 . 0,-2 

YS 30780 DATA 130,195,67,0.0.0.0.0.0.0.0. 

8,194.67,1 93,-1 
CF 30999 REM l J'lilP 

JM 31006 DATA 129,153,189,255,255,102.0.0 

, 0 . 0.0 

BE 31002 DATA 129.24,109,255.255,102.0.68 

, 0 . 0.0 

CC 31004 DATA 129,153.189,255.255,102,0.3 

4.68,0,6 

55 31006 DATA 129.24.189,255.255,102.0.68 

,34,68,0.- 2 _ 

TA 31010 REM BHiliM’ALIE 

ZR 31015 DATA 0.0,0.0,0,102.255,255,189,1 

53.129 

CO 31018 DATA 0.0,0,68.0.102,255.255,189, 

24.129 

BV 3102* DATA 0,0.68,34,0,102,255,255,189 
,153.129 

EJ 31022 DATA 0.68.34,60,0,102,255,255,18 

9.24.129.- 2 _ 

MO 31024 REM □miltfllC 

DF 31050 DATA 2.2.2.2.2.0.0.0.8.».®.».®«» 

. 0 . 0 . 0,-2 

L5 31055 DATA 16.16.16.16,0.0.0.0.0.0.0.0 
. 0 . 0 . 0 . 0 , -2 

CT 31060 DATA 0.8.8 , • . 0,0.0 . O . O . O . •.».0.0 
. 8 , 8 , 8,-2 

OI i ? i°64 6! T t4*-i'*' e ' t '**" # * ,#, °" 6 64 • 
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FO 

JB 


5A 

UN 

05 

MZ 

Fll 

50 

J5 

UP 


FO 

DO 


HI 

FH 


FZ 

ED 


810F6300368686818A901D0A1 

24229 REM 

24230 DATA 686885CC68B5CB6868A071C891C 
B6868AA0A6941A8C86891CB886091CB8A6949A 
BA90191CB18A5CB693A8D2807A5CC69008D 
24232 DATA 2902A9018D1A026018901408000 

00»00000000800000000O000000O0000000 fl20 

OAD280285CBAD290285CC188A6903A801CB 
24234 DATA F01138E90191C018E8EO04DOE2A 
9328D1A02608A180A6907A8BICB85CDC8B1CB8 
5CET 0C 3188A6 90FA8BICB85CF109002D0D5 
24236 DATA 00A3A90191C848A000B1CDC902D 
BJ76BA90448A5CFC901D004A90485CFA5CB48A 
5CC4 8C8B1CD85CBC8B1CD85CCC0B1CD85D1 
24238 DATA A000B1CB8SD06885CC688SCBA0A 
3A5D191CBA5D0C901F00660C5CFF0864060A4C 
IB1CDDH0PGA18690FA8A90191CBD09CD09A 
24240 DATA C901DO17C88LCD85CF84D08A186 
913A8A5CF91C BA4D0189054D0E 348A90085CF 6 
8C902F008C903D02DA90185CF9848E6CCA0 
24242 DATA 0FA5CF91CBC6CC60A8C8B1CDBSC 
F84DO8A186913A8B1CB180AA0A5CF9900D2A4D 
0189017C904D0BFC8B1CD85CF84D08A1869 
24244 DATA 03A8A5CF91CB1804D0C804D08A1 
8698T A8A&D8 91CBA981D09C _ 

30499 RFM f TlifTSMITf * -»-W»rT.T 

30500 DATA 2.132.2,0,1,0.2.70.3.170.2, 
6$,2,60,3,168.2,60.2.55,3.166,2.50,2.4 

5.3.164.2.4 8.3.162.3.168.8, -2 

30505 DATA 2.133,2.0.1.1,2,100.3.170.2 
,95,2,90.3,168,2,05,2,80,3.166,2,75.2. 

70.3.164.2 .65.3.162.3.168.8, - 2 

30515 DATA 0.1.2,2,200,3.140.4.10.2,18 
0.3.138.4.10.2.160.3,136.4.8.2,140.3.1 

32.4.4.2.1 15.3.138 . 4 . 2 . 3.12 6.4.35.8, -1 
30 74 9 REM 

30750 DATA 0.0.0.0.104.238.255,127.254 


DIR Range: See text 
A value from 0 7 

(0=lJp l*Up/Right 2=Right 3*I>own/Right 
4* Down 5*Down/Left 6=Lcft 7*Up/Lcft) 

Using a value of 128 would Select Joystick Control (See AIT), 
add to Ihls:- 

♦ 1 (No upwards movement) 

+2 (No downwards) 

+4 (No leftwards movement) 

♦8 (No rightwards movement) 

These values can lx* combined (e.g. 1+2*3. No Vertical Moves) 
LNX - Range: / 255 

Phis Is the length to move horizontally. When using joystic k 
control, this equals the coordinate at which the sprite will 
stop, when moving left 

LNY - Range: / 255 

This is the length to move vertically. When using a Joystick, it 
is equal to the coordinate at which the sprite will stop, when 
moving right 
STX Range: / 16 

Hiis is a horizontal stepping command (e.g. 1 moves one step 
at a time. 2 moves two steps at a time), in effect, it changes the 
speed 

STY Range: 1-16 

Vertical Stepping. This value should not exceed the number of 
zeros that you have included at either end of your image data, 
if it does, then your sprite will not clear itself properly 


YMN Range: 32 212 

The sprite will not Ik- plotted, unless it is higher than this 
vertical coordinate. When using a Joystick, tills becomes the 
coordinate at which the sprite will stop, when moving upwards 

YMX Range: 32 -212 

The sprite will not be plotted, unless It is lower than this 
vertical coordinate. When using a Joystick, tills becomes the 
coordinate at which the sprite will stop, when moving down¬ 
wards 

In SLIME BURSTERS YMN and YMX were used to limit the 
slime to the area between the horizontal bars 

PSX Range: See text 

Tills Is the initial horizontal position (48 200). A value higher 
than 255 will tell the routine to get the position from this 
memory location (e.g. 1650 will tell the routine to look Into 
location 1650 for the position) 

PSY Range: See text 

This is the Initial vertical position (32 200). Values higher the 
255 react In the same way as \*SX 

CLN Range: See text 

If this is equal to 128. then no collision detection will take 
place. Values should equal:- 
0. Player to Plavlield Collision 

2. Player To Player Collision (See TECHNICAL INFORMATION) 
CVL See text 

This is the value that the routine compares the collision 
registers with. 
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For playfield collisions ihc value should be:- 

1 (Collision with Colour 1. Loc. 708) 

2 (Collision with Colour 2. Loo. 709) 

4 (Collision with Colour 3. Loc. 710) 

8 (Collision with Colour 4. Loc. 711) 

These values can lx* added together. For example, in the 
INVADERS game, alien collisions with the shield were detected 
with a value of 11. which equals collisions with 1. 2 and 8. 

For player collisions the value should be: 

1 (Collision with Player 0) 

2 (Collision with Player 1) 

4 (Collision with Player 2) 

8 (Collision with Player 3) 

These values can also lx* added together. Om*c a collision is 
detected, depending on which sprite it is. one of the four 
locations at 1687-1690 Is cleared, stopping the sprite. Also, 
one of the four locations at 1788 - 1791 Is set to I. Indicating a 
hit. In listing six. Location 1687 Is assigned the variable GO. 
whilst 1788 is assigned the variable HIT. 

Selling STX. STY. LNX and LNY to zero will cause the sprite to 
be plotted and Immediately disabled, turning the routine Into a 
plotting routine. This Is used to plot explosion frames, where 
horizontal coordinates can lx* found at locations 1764 1767 
and vertical coordinates at 1768 1771. These should be asstg 
ned to l*SX and l»SY (See lines 4750 4795). 


THE MISSILE ROUTINE 

The format lor the missile command ls:- 

CALL-USR (MISSILE, MISSILE. PMB’256. MSL. SWT. MOD. 
OFX, OFY. DIR. CLN. CVL. LNX. LNY, PSX. PSY. IMG. FLN. 
STP, HIT) 

The parameters In this call are as follows 

MISSILE Range: Not Valid 
Sec text for SPRITE 
PMB'256 Range: Not Valid 

Tills Is the PMC. base page x 256. equal to the PMG area 

MSL - Range: 0 3 

This is the missile number 

SWT - Range: Not Valid 

Tills should lx* set to 3 

MOD See text 

A speed value. In the range 1 - 32. should lx* multiplied by 
two. then If you wish, add :- 

♦ 128 = Stops missile moving off the top or bottom, then 
reappearing 

+ 1 = The routine treats PSX & PSY as memory locations 
Remember, the higher the speed the more zeros there must be 
In the missile Image data 

FX - Range: 0 255 

This olTset is added to the initial horizontal position 
OFY - Range: 0 255 

This offset is added to the initial vertical position 
DIR See text 

A value in the range of 0-7 (See DIR in sprite routine explana¬ 


tion). then if you wish, add one of these values: 

+ 128 = Wail for trigger 1 
+64 = Wait for trigger 2 
CLN Range: See text 

A value of 128 disables collision detection, whilst a 0 tests for 
Missile to Playfield collision and a 2 tests for Missile to Player 
collision (See TECHNICAL INFORMATION) 

CVL - Range: See text 

Values tested for are identical to the CVL in the sprite routine 
explanation. The relevant HIT location will hold the missile 
number (1-4). that registered the collision, useful for scoring 
(See lines 5000 5004) 

LNX - Range: I 255 

The length to move horizontally 

LNY - Range: / 255 

The length to move vertically 

PSX - Range: See text 

Tills Is the initial horizontal coordinate of the missile (48 192). 
but If a 1 has been added to MOD. then the value Is treated as 
a memory location. For example, by setting It to one of the 
players horizontal positions (1764 1767). tin* missile will 
appear to have been fired from the player (Sec Lines 900 945) 

PSY - Range: See text 

Identical to l*SX except for vertical player locations, held In 
1768 1771. and a normal position range of 32-208 

IMG Range: See text 

Tills is the address of the missile Image data. Depending on 
the missile that you are writing data for. the values are diffe¬ 
rent. each of the missiles are two bits wide and possible data 
values are:- 

MISSILE 0 : 0. 1. 2. 3 
MISSILE I : 0. 4. 8. 12 
MISSILE 2:0. 16. 32. 48 
MISSILE 3:0. 64. 128. 192 

FLN - Range: 1 32 

Tills is the length of the image data 

STP - Range: See text 

Tills value is ignored when it Is zero, else it is assumed to be 
the address of the four bytes, from which one Is cleared on a 
collision 

HIT - Range: See text 

Tills value Is Ignored when It Is zero, else it Is assumed to be 
the address of the four bytes from whic h one is set to the 
missile number that caused the collision 
If you are detecting a missile to playfield c ollision, then STP 
and HIT arc Ignored. When a collision with the playfield 
occurs, one ol the four locations starting at 1632. will be set to 
the missile number (1-4) that caused it. After collisions, mis¬ 
sile horizontal coordinates can lx* found at 1584. 1586. 1588 
and 1590. whilst vertical co-ordinates can lx* found at 1600. 
1602. 1604 and 1606. for missiles 0 to 3 respectively. 

Missile collision with: 

Colour 1 (Loc*. 708) = 1632 
Colour 2 (LOC. 709) = 1633 
Colour 3 (Loc*. 710) = 1634 
Colour 4 (Loc. 711)= 1635 

All four missiles use the most recently entered STP and HIT 
values. In short, you cannot have different STP and HIT values 
for each missile. 
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TECHNICAL INFORMATION 

As the sprite routine stands, the collision detection works in 
EXCLUSIVE mode. As an example, a CVL value of 5. working 
in Sprite To Playfteld mode, would not stop the sprite until tt 
had hit both, colours 1(1) and 3 (4). 

You may wish the routine to work In NON EXCLUSIVE MODE 
which would, using the values in the above example, stop the 
sprite II it had hit either colour l (1) or colour 3 (4). 

As an example of the problems encountered using EXCLU¬ 
SIVE mode, if you played the INVADERS game you probably 
noticed your ship did not always die when it collided with an 
alien. This was because ship collision detection was carried 
out In DASIC. as using the routine would have meant that in 
order for the ship to die. it would have had to c ollide with all 
three aliens. Using NON EXCLUSIVE mode would have cured 
this, but would have also meant that the aliens would have 
exploded on hitting one of the buildings, as I wanted them to 
appear to move in front of the buildings. EXCLUSIVE mode 
was used. 

To use the sprite routine with NON EXCLUSIVE mode, which 
stops the sprite If any of the conditions tested for are true, 
enter this line after the routine has been placed In memory 

(LINE NUMBER] POKE [ROUTINE ADDRESSJ+212. 57: 
POKE (ROUTINE ADDRESS)*214. 240 

To restore EXCLUSIVE MODE, which only stops the sprite If 
all conditions tested lor are true, use: 

[LINE NUMBER] POKE (ROUTINE ADDRESS1+212. 

217:POKE (ROUTINE ADDRESS]*214. 208 

The missile routines always operate In NON EXCLUSIVE 
mode. 

Locations : 

53248 53251 are Missile To Mayfield Registers 
53252 53255 are I ’layer To PlayHeld. Re gisters 
53256 53259 are Missile To Player Re gisters 
53260 53263 are Player To Player Registers 

A zero stored In 53278 clears all collision registers, but should 
not Ik- used if the sprite and missile routines are detecting 
collisions. 

If you are going to test the above locations from BASIC, when 
also using the sprite and missile routines, then remember that 
they can Ik* unreliable, as In the INVADERS game. 

There are a couple of disadvantages to using the sprite and 
missile roulincs:- 

1 None of Page 6 (1536 179II is available, except for 

(1644-1664) 

2 Doth Immediate and deferred VDIs are used 


SOUND EFFECT ROUTINE 

This routine can be used to play up to Tour sound effects 
simultaneously, is totally relocatable, runs in the vertical 
blank and is table driven. The routine utilizes the timer 2 
Interrupt and its vector. 

To call the routine: 

CALL=USR (NOISE. NOISE. SPEED. NUMBER. TABLE) 

NOISE - Range: Not valid 

lids Is the address of the routine and Is entered twice 
SPEED Range: i 255 

The lower the value the quicker the sound is played. All effects 
take the last speed entered 


NUMBER Range: O 3 
This is the number of the effect 
TABLE Range: Not valid 

This is the address of the command table, the structure ol 
which ts:- 

Ist entry: This should equal 0. I or 2 

0 and 1 are treated as a switch. 0 stops the effect, 
whilst I starts the effect from the beginning. If the 
effect is currently playing when a 0 is stored as the 
ftrst value. It will slop after reaching the end of the 
table. 2 tells the routine to treat the next three 
values in the table as follows.- 
1st value: Memory location low-byte 
2nd value: Memory loc ation high byte 

To convert a memorv location into low-bytc/hlgh-byte format 
you use-:- HIGH-INT (ADDRESS/256): LOW =ADDRESS- 

HIGH-256 

Variables cannot l>c used in data statements, therefore the 
high/low values should lx* calculated prior to storing them in 
DATA lines. 

3rd value : Effect plays when this value Is found In the 
previously defined memory location 
An example of using 2 as the ftrst value 1s:- 

[LINE No 1 DATA 2. 132. 2. 0. 

With Its second and third entries. It references. 132+ (2x256) 
*644. Location 644 holds the value for trigger one. which when 
pressed returns a zero, hence the 4th entry. 

Next comes the actual sound command values:- 

0 Should lx- put at the end of every command list 

1 - Should lx- followed by a channel number. 0 - 3 

2 Should lx- followed by a pitch value. 0 255 

3 - Should lx- followed by a volume/distortion valuc:- 
Voluine = Range: 0 15 

♦ Distortion - 0 (Steam like sounds) or 32 (Machine gun like 
sound) or 64 (Labouring engine) or I2H (Waterfall like- sound) 
or 160 (I’urc tones) or 192 (Airplane sounds) 

The values in brackets are only a guideline, which vary with 
the pitch value 

4 Should lx* followed by a delay value. 1 - 255 
Using this information with the last example: - 

(LINE No ) DATA 2. 132. 2. 0. 1.0. 2. 100. 3. 170. 4. 50. 3. 168. 
3. 164.3. 160.0 
Starting with entry Hve:- 

1. 0 Use sound channel zero 

2. 100 Set pitch value to one hundred 

3. 170 Use pure tone (160). then add a volume of ten 

4. 50 Hold the note for a count of fifty 
3.168 Quieten it 

3.164 And again 
3. 160 Silence 

0 Tells the routine to begin again 

Once this line had been POKEd into memory and called, the 
routine would wait for trigger one. then the effect would be 
repeated until trigger one w-as released. If you don't want any 
residue sound, then you must always silence your effect at the 
end of the table. Remember to give each new effect, up to a 
maximum of four, a different sound channel, otherwise one 
effect will interfere with another. 

Well, that's all there is. I hope you have found the past six 
listings useful and I look forward to seeing your efforts in NEW 
ATARI USER. 
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Feature 


ERROR MESSAGES 


A ll you eight-bit owners out there will lx- thrilled to learn 
that I have written a new error code list to add on to 
your Atari manual. Tills is basically a translation of the 
Error Messages found in the back of your manual that you 
refer to when you or tin* computer make a mistake. These are 
the numbers displayed on-screen such as "Error 137'. which 
when you look it up is Truncated Record This error typically 
occurs when tin- record being read is larger than the maximum 
record size specified in the call to CIO. (BASIC's maximum 
record size is 119 bytes.)” Huh? Maybe you don't really under 
stand that but with my new list of error messages you are 
going to Ik- able to understand at least some of the computers 
Intractable mysteries. 

Error 2 - Insufficient Memory 

You arc too Ignorant to ever understand the intricacies of a 
computer. 

Error 3 - Value error 

You fail to display the social principles or standards neces¬ 
sary to In- considered a functioning member qf the human 
race. 

Error 4 - Too Many Variables 

No trondcr you can't organize your life. 

Error 5 - String Length Error 

The length of twine you cut Is too short to use as a substitute 
for your shoelace. 

Error 6 - Out Of Data 

This is the nineties. You're still living in the sixties. (Peace 
and love, brothers and sisters.) 

Error 12 - Line Not Found 

Just for a change, the computer Is acting stupid, not you. 

Error 20 - Device Number Error 

First you must learn how to count lx-fore numbering your 
devices. 

Error 130 - Nonexistent Device 

It is necessary J'or you to rememlier that ymi are only 
dreaming of getting a printer in the future. It isn't there yet. 
Bozo. 

Error 138 - Device Time-out 

Vour printer needs to interface with the coach. 

Error 141 - Cursor Out Of Range 

If the cursor is off the screen, hoic the hell am I expected to 

find it? 

Error 142 - Serial Bus Data Frame Overrun 

/ haven't quite figured this one out yet. but I suspect it has 
something to do with people lying fiat (VERY fiat) on the 
pavement with lots of blood around. 

Error 144 - Device Done Error 

Another one of the few which you car i bhune on the 
computer. 


You don’t really understand 
those error messages do you? 
Gordon F. Hooper thinks he’s 
got them cracked though 

Error 167 - File Locked 

This keeps all you nosy i>eople out. 

Error 171 -Invalid POINT 

You won't win many debates using these. 

Error 199 - SU Error 

SO stands for Stupid I /sir. VUs Is the source qffff l.5% of 
computer errors. 

WHAT’S ALL THAT PRINTED 
STUFF IN THE BOX? 

It Is a proven fact that when users complain of not In-lug able 
to understand a program. 9 times out of 10 they have not even 
bothered to read the den s. You'll have to trust me on this one. 
but the one reason documentation is written Is to explain the 
program. The manufacturer didn't pay someone big bucks to 
do all that writing for no reason. 

I am one ol the worst offenders In this regard. It brings back 
frustrating memories of assembling various Items. I have t In¬ 
habit of not reading the Instructions until I have done some¬ 
thing which is un doable. Why I don't read them in the first 
place and avoid the problem Is one of life's unexplained mys¬ 
teries. 

It is simply an unstated fact of computer life that computer 
users will not read docs until after they have sat and screamed 
obscenities at the machine for periods of up to half an hour. 
After they have that out of their systems, they will sit down 
and look up their problems In the manuals' list of contents and 
turn to the page indicated to find out what they're doing 
wrong. We computer users like to think we re more Intelligent 
than the general population so you would think we would have 
enough brains to learn how to do something before attempting 
it with no Idea of how or what it's supposed to do. But then 
you would also think we'd lx- smart enough to play a game 
without becoming addicted to it. and we've all played games 
until the wee hours of the morning at one time or another, 
haven't we? 

Speaking of lack of grey matter, why Is it that It takes a major 
disaster such as having typed for 8 hours straight and forget¬ 
ting to write it to disk or make a back-up before the new user 
remembers that the number one rule for computing is AL¬ 
WAYS MAKE A BACK-UP. Remember this the next time you 
wish to flush your computer down the toilet. 
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XL/XE TUTORIAL 

PICK A CARD 


YOUR CARD IS ...? 

The NAU Mailbag column received the following letter from 
Nigel Ludlow of Radstock. Bath: 

"/ use Man's Home Filing Manager guile a lot. I find il handy 
Jor addresses, etc. Today, when I loaded it. I imagine it partially 
crashed, as I found some of the in formation missing on most 
’cards'. For Instance, the name and first line of the address 
have disappeared' and the rest of the address has moved up 
into its place. When this happened. II also seemed to write a 
number of blank cards, something that is supposed to lx • 
impossible. 

I wasn't that worried as I thought I could examine the disk 
sector by sector and retrieve the Information manually, utilising 
Disk Editor" (Page 6 PD Library disk 5). However, it seems 
Atari, in their Infinite wisdom, have built in enough protection, 
even on a DATA disk, that I am unable to get around. 

Does anyone have any ideas on how I can circumvent this and 
get at my dataT 

I was surprised at Nigel s comment about "protection . so I 
decided to Investigate further In order to provide an answer In 
the Mailbag column. Il soon became apparent that the answer 
was going to be a long one which would take up a whole 
column, so my reply to Nigel has become this article. 


TAKE A CARD, ANY CARD 

1 booted up my copy of Page 6's PD Disk Editor' and pro 
reeded to examine the Home Filing Manager (HFM) manual 
that Is held as a HFM data file on the reverse- side of the IIFM 
disk that was supplied with 1050 packages. The results of my 
Investigations revealed that HFM data disks do not use the 
standard Atari DOS disk format with the directory starting In 
sector 361 and each 128 byte data sector having 125 bytes ol 
data with linkage information In the last 3 bytes. Instead, on a 
HFM data disk, sector 348 contains an index to the cards 
within the lile. Using the Disk Editor utility, the hexadecimal 
display of sector 348 for the HFM manual begins as follows: 

byte 

000 29 00 04 80 DD 00 OA 00 

008 10 00 14 00 1A 00 20 00 

016 26 00 2C 00 32 00 37 00 

etc. 


A PAIR TO OPEN 

Each pair of bytes holds a value in Least Significant Byte/ 
Most Significant Bvtc (LSB/MSB) format. Each single byte can 
hold a value up to 255. so to hold values greater than 255. the 
number is broken down into two parts MSB (the number 


Allan J. Palmer explains 
how to solve some problems 
if your Home Filing Manager 
cards are playing up 


divided by 256 and rounded down to the nearest whole num¬ 
ber) and LSD (the original number minus the LSB) multiply 
the MSB by 256 and add the USB to get the value. The Atari 
stores the LSB first In a pair followed by the MSB. 

So. In sector 348. the first two bytes hold the number of 
‘cards' In the file. In this case $0029 (hexadecimal) which 
equals decimal 41. Each of the next 4 I pairs of bytes holds the 
start sector of each card In Its filed sequence. Thus, the first 
‘card* Starts In sector $0004 (4) (I'm Ignoring the '8' In byte 4 
for the moment - I'll get back to It later), the second card' starts 
In sector $OODD (221). the third card* starts In sector $()(K)A 
1 10 ). and soon. 

Next, going to sector 4 (the start of our first ‘card* in this file), 
the 'Disk Editor* hexadecimal display ends with the following 
line: 

byte 

120 04 00 05 00 00 00 00 00 

Here, we find that bytes 120 «t 121 hold the value of $0004 
|4| - the start sector of this card', and bytes 122 to 123 hold 
$0005 |5| the next sector of this card's’ data. Moving onto 
sector 5. we find that it's Disk Editor* display ends with: 

byte 


120 04 00 06 00 00 00 00 00 

showing that the next data sector for this card is $0006 |6). We 
can follow this chain on through sectors 7. 8 and 9 In sequ¬ 
ence to where we find sector 9 ends with: 

byte 


120 04 00 00 00 00 00 00 00 

This time bytes 122 & 123 contain $0000 101 signifying the 
end of this card*. 
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WHAT’S IN THE CARDS? 


Fine, we ean now find where eaeh ’card’ is stored. Interpreting 
the data is slightly more tricky - and this may be where Nigel 
thought the data was "protected". Lower case characters are 
easily recognised in the ‘Disk Editor display, but upper case 
and special characters aren’t. The reason for this I realised, 
after consulting ‘COMPUTEI’s Third Book of Atari’, is that the 
’card’ data is not stored using ATASCII characters (which are 
readily decipherable in the ‘Disk Editor’ display), but rather 
using the ICODE (Internal Code) values for each character. 

Hils value is the number that must lx* POKEd Into screen 
memory to display the character on the screen: the number 
also represents the order of the character within character set 
memory. 


MARKED CARDS 

I said that I’d explain why in sector 348 the actual value held 
for the start sector of the llrsl data ‘card* Is $8004. not Just 
$0004. Ilils setting of the top most bit Is the means which 
indicates that a ’card’ Is marked’, which results in the pa|>cr 
clip being displayed on screen when the particular ‘card’ Is 
retrieved. 

llo|M'liilly. the above should help Nigel to retrieve his data it 
sounds as though the sector Index and/or linkage lias got 
screwed up somewhere, resulting In the start sector of each 
card’ being offset from the true start position. 

REVERSED CARDS 

• 

After carrying out the above Investigations. I found a program 
In the June 1988 Issue of Atari User (Vol. 4/no 2) by Gordon 
Sinclair which converts HFM flies to standard Atari DOS text 
flies which can lx- read by a word processor program. Gordon 
did not describe the HFM file format in the text accompanying 
the article, but by working my way through the BASIC slate 
ments. 1 found the results of my studies descrilx*d above were 
confirmed. Additionally. Gordon’s program reveals that bytes 
104 to 122 of sector 360 on a HFM data disk contain the file 
title. He checks for the presence of a HFM data disk by reading 
bytes 43 to 45 of sector 347 - a HFM disk should have the hex 
values E0 00 3F here. If the HFM flic contains more than 63 
cards, the Index in sector 348 continues Into sector 349. 

Within a card data sector. 38-chrcter lines of text are held in 
bytes 2 to 39. 42 to 79. and 82 to I 19 (byte numbering starts 
from 0 as per the ‘Disk Editor display). 


MORE TRICKS 

In looking through other references. I found that Derryck 
Croker (a long time Atari Classic owner) produced a utility that 
allows you to print only a certain number of lines from HFM 
cards’, set the number of blank spaces between cards, and set 
printer control codes - this utility appeared In Issue 13 of ’8:16* 
the magazine produced by the Bournemouth and Poole Atari 
User Group (BaPAUG). 

Is there anyone who can provide us with any more details on 
HFM? Are there any utilities waiting to be published which 
give us additional facilities for this useful Atari product? 


NORTH OF SCOTLAND ATARI USER GROUP 

PRESENTS 

FUTURA 

THE DISK MAGAZINE FOR YOUR ATARI 8-BIT 

ISSUE 6 - OUT NOW! 
ISSUE 7-OUT 1st MAY 

(Please nole from Issue 7 onwards Fjtura w II only be available direct from NOSAUG) 

Price: DISK £1.95 each (£11.00 for 6 issue subscription) 
CASSETTE PRINTED COPY £3.95 each 
(£11.00 for 3 issue subscription) 

Back issue disks 1 • 5 still available at only £1.50 each or £5 for all 5 
(Back issue cassettes £3 each or £10 for all 5) 

*Ak rurllna did. prill mine, and shown what i an hr dour bx a Jrdit aird u\rr group'' 

PAGE 6 PD update 5X 

' 'An iiurrraint mi i <4siftwarr and am, Irs Allan Palmer. R 71 R A \uh*fihef 
"fim ismr of FUTVKA apaanvris brimming with goodies" Paul RiMm, NAU W 
‘ An rurUent did mag Umg h\r FUTVRAf" Simon Roc. FITIRA subicnhcr 
* (hr rjtbr trading Man did magaunrs" PAGE h PI) update H\ 

Become a Futurian and send now to: 

S.J. Murray. NOSAUG. 71 Walker Road. Torry. Aberdeen, AB13DL Scotland 
(Please make cheques POs payable to S.J. MURRAY) 

THE ATARI 8-BIT GOES MARCHING ON! 


TIGER DEVELOPMENTS 


NEWS FOR CASSETTE OWNERS 

A cassette is now available featuring MISSION ZIRCON. 
TARKUS AND THE CRYSTAL OF FEAR BOING II and 
SPEED FOX, all tor a saving of nearly £7 on the disk price 

COMPILATION CASSETTE C7.99 

TRY BEFORE YOU BUY! 

The Tiger Demo is now available featuring playable demos of all our 
games, including our newest release. LIZARD This PD disk comes 
with vouchers worth up to £2.99 whon you buy any of our products 

THE TIGER DEMO DISK ONL Y C2.99 

All our usual disks are mill available - aee our advert In Issue 59 
or send a SAE lor catalogue Pricea include UK postage 
Please make cheques POs payable to Tiger Developments 
Send order* lo: 

TIGER DEVELOPMENTS. 26, MENZIES AVENUE, 
WALMER, DEAL, KENT CT14 7QZ ENGLAND 


THE PAGE 6 

TENTH ANNIVERSARY 
DEMO DISK 

Gelebrote with our new demo disk 

★ Double sided disk with 6 demos 

★ Scrolling messoges 

★ Greet Music 

★ Spinning logos end more 

All demos are In Baste with added machine 
code routines so that you can check to see 
how these great effects are achieved 

A UNIQUE MEMENTO OF 10 YEARS ATARI SUPPORT 
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Ann O’Driscoll introduces 
you to the various 
graphics modes so you 
can begin to write your 



own programs 


MENU SCREENS IN 
GRAPHICS 1 AND 2 


Graphics modes I and 2 use five colour registers numbered 0 
to 4 (memory locations 708 to 712) and they can eater for half 
the character set l.e. 04 characters - at a time. Each of the 64 
available characters can Ik- printed In any of 4 colours, with 
the 5th register (register no. 4: location 712) being used for the 
background colour. Hie different colour registers can Ik- ac¬ 
cessed by the wav the string Is printed on the screen - capitals 
for register 0. inverse capitals for register 2. etc. You can also 
use Cl IKS and COLOR to select a character and register. These 
take the form PRINT CIIRS(X) or COLOR X followed by a PLOT 
command where X" Is the ASCII number. 

The relationship between colour registers, print type and 
ASCII numbers Is shown In Table 1. 

To change a colour In a register from Its default value. Just 
use the command SETCOLOR n.C.L where n Is the register 
number (0 4). "C" Is the colour you want (0 15) and “L“ is the 


TABLE 1: CHARACTER COLOUR REGISTERS 
IN GRAPHICS 1 AND 2 


REGISTER No. 
AND LOCATION 

ASCII No. 

PRINT TYPE 

0(708) 

32- 95 

Capitals 

1(709) 

0- 31 

Lower case 

1 (709) 

96-127 

Lower case 

2(710) 

160-223 

Inverse caps 

3(711) 

128-159 

Inverse lower 

3(711) 

224-255 

case 


luminance you want (0 14). Alternatively, you can POKE the 
shadow memory location for the register with (16*0+1. where 
“C“ and “L“ arr colour and luminance values as before and 16 
Is a constant. 


THE PROGRAM 

The listing shows a selection of menu screens which show the 
different ways colours can Ik- used and characters printed In 
Graphics I and 2. All the screens use the START and SELECT 
console keys to move between and pick menu options. 

Menu One: The menu options, which are held as DATA 
statements, arc read and printed on the screen at rows 5. 8. II 
and 14 (LINE 1030). The CHRS(IO) In LINE 1020 produces an 
asterisk using the lowercase register 1 (location 709). This 
sets up the screen display. 

You press SEIJCCT to move the asterisk. The variable RR 
holds the current row number of the asterisk and R holds Its 
previous position. LINE 1080 blanks out the old asterisk (by 
ptinting a spare) before printing the new one at the updated 
location. 

Menu Two: The menu option names are printed out on 
rows 3. 4. 5 and 6 (UNE 2020). The variable R defines the row 
number for the current" or highlighted name. Tills Is printed 
in a different colour to the other names and is updated when 
you press SELECT. LINE 2075 sends the program off on a 
different (one line) subroutine depending on the value of R: 
This prints the "current" name in lower case (register 1: loca¬ 
tion 709) and puts the previously highlighted name back into 
capitals (register 0: location 708). 

The “COLOR 35“ In UNE 2030 identifies a "#" sign using 
register 0 (location 708). This is printer! around the screen 
using the P1XJT and DRAWTO commands. 

Menu Three: Normally the 64 characters accessible in 
Graphics I and 2 cover the first two pages of the ROM charac¬ 
ter set. These comprise ASCII numbers 32 to 95. which means 
you don't get control characters or lower case letters. You can 
access the second half of the character set by using POKE 
756.226 - This directs the computer to page 226 in ROM for its 
characters. Menu Three does this (LINE 3000). 
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SM 


PG 


SI 


JH 


HP 


MR 


FI 


IN GRAPHICS 1 
Ann O'Oriscol 


ft 2 


NEM ATARI USER 


APR 1993 


YL 


HP 


HG 


20 


to 


E I 


BRK 

709.175:POKE 


711 


FOR N=l 

* «n"C B ; 


TO 4:Rf AD A$ 

;"1 "; AS : N 


THREE,MEMO FOU 


PEEK <532791 


120 DIM ASC15J:BRK=300:H1=1000:M2:2000 

:M3-30OO:H4-4rtO0:QUIT-*>OB0 

190 GOTO Ml 

299 RIM — DISABLE bREAK/EIC 

300 POKE 752,1:POKE B2.0:P0KE 16.b4:P0 
KT 53774 ,64:RET URN 

999 REM K7-UJM.’ 

■ Olllt GRAPHICS 1 : GOSUB 
101O POKE 708,75:POKE 
.0 

1070 R = 5:P0S1TI0M 6,0:? Mb;"Menu ont"! 
POSITION 1 , R t *» MGICHRSCIOI 
1025 9 CHR$ ( 125> i " H4U4I YOUR OPT 
ION AND fttfliO’' 

1030 RESTORE 1040 
:POSXTION 2,N«3*2 
EXT N 

1040 DATA MENU T MO.MENU 
R.OUIT PROGRAM 
1050 IF PEEK C53279) 05 AND 
06 THEN 1050 

1060 IF PEEK<532791=6 THEN 1090 
1070 FOR 0-1 TO 15:SOUND O.20.IO.1O:N» 
XT D:SOUND O.O,V.0:RR=R♦3:IF RR>14 THE 
N RR 5 

1080 POSITION l.RS? *16 ..POSITION 1. 

RR:** M6;CHR$CI«>:R-RR:GOTO 1050 
1090 ON R = 5 GOTO M2:ON R-B GOTO M3:ON 
R .11 GOTO M 4 ■ON R=14 GOTO Q UIT 

I??? rem 

7000 GRAPHICS 18:GOSUB BRK 

2010 POKE 790.54 IPOKE 709,138:P0KE 710 

,0:POKE 711,28 

7020 POSITION 4,3:? U6;**pwnu ont 
MENU 1HREE":? Mb : •• MENU 

I? N6J" OUIT PROGRAM- 

7030 R - 3 : COL OR 35 : PI O T .1 . O : DRAMT O 17, 

:DHAMT O 17.8:DRAHTO 1,8:D RAMT O 1. 

11 ion 4.o: •» m> ii'mrrB** 

2040 POSITION 0,1 0:9 Mb;"PUSH Sflftt T 

o pick push nrra; *o begin-; 

2050 IF PEEK <532791 05 AND PEEK<53279> 
<;o THEN 2050 

2060 It PEEK <53279)=6 THEN 7090 
20/0 R-R•1:IF R>6 THEN R-J 
2075 POSITION 4.R:G0SUB 2080*R:F0R D=1 
10 25: SOUND O. *.©, 10.1 2 ; N1 XI D I SOUND O 
, 0 . 0 , 0:0010 2050 

2083 ? 1*6; "twiiu on#": POSITION 4.6:' Mb 
:"OUIT PROGRAM":RETURN 

/MM *» uc»; "ntiiu three":POSITION 4.3:? 


’: T **6 

» OUR" 


POS 


ION 4.4 


II 


XU 


4.5: 


ON 


Mb:"ME NU ONE":RETURN 
7085 9 Mb: -Menu four":POSIT 
6;—ME NU THREE":RETURN 
2086 ' M6;"quit progrtm":POSII 1 ON 
? Mb;"ME NU FOUR "l RETURN 
RN 2090 ON R -3 GOTO Ml:ON R-4 GOTO M3 
R r5 GOTO M4:ON R = 6 GOTO OUI1 
yp 2999 rim KI4If | Bi:in44BfII 
HC 3000 GRAPHICS 2:GOSUB BRK:POKE 756,22b 
UY 3010 POKE 708.O:POK1 709.14:P0KE 710.0 
:POKE 711,236 

GP 3020 R-3: POSITION 4.0:' Mb; thin** 

"•.POSITION 2 , R : ' Mb;CHR$<18> 

PI 3025 9 CHR S<175 » ;» YOUR OP I 

ION AND HELW 

EM 3030 RESTORE 304O:fOR N'l 10 4:RrAD AS 

:POSITION 4.N»2;9 Hb:AS:H I HI N_ 

IX 3040 DATA fl! IilV'TiTl. liT lil'B«:10 . i:i . 


BE 


UD 


OG 


LM 


YH 


SF 


MY 


DI 


HL 


SM 


YB 


3050 If PEEK <532791 05 
06 THEN 3050 

3060 IT PEEK<5J279>-6 THEN 
3070 FOR L=50 TO O STEP -2 
0,10: HEX T L : RR-R • 1 : IF RR><* 
3080 POSITION 7,R:9 Mb;" " 
HR;? Nb;CHRS<l8>:R-RM:GOTO 
3090 ON R=3 GOTO Ml:ON R=4 
Rr 5 GOTO M4 : ON Rrb GOIO Oil 
3 999 rem ■L4:i(V l l 1 I:HEHZ ■ 
4000 GRAPHICS 1/5 GOSUB URK 
4010 TOKE 708,220:POKE 709 
1.44 

4020 COLOR 45:PL O T l.BlDMAMIO 
MTO 19,17:DRAMT O 1.17SDRAMI0 
4025 R = 3:POSITION 5.0:' Mb;" 


AND PE IK <53 2/91 


3090 

: SOUNO 0,1,1 
THIN RR-3 
: POSIIION 2. 
3050 

GOIO M2:ON 
I I 

,1MB:POKE 71 


19.0:DPA 
I . * 

nvmt lour 


Ml NU ONE" : POSI 
: posi 11 on 5.**: 


f Mb ."‘END PROGRAM" 
•mrw THEN start' 


AND PI I K <532/?> 


IE 


4030 POSI1 I ON 5,3:9 
11 ON 5.6:9 06;"Ml NU 
9 H6;"Ml NU THREE" 

4040 POSITION 5,12:’ 

POSIIION 2,191? Mb; 

:CC=»39.G0SI»I 4100 

4050 If PEEK <532791 05 
06 THEN 4050 

4060 IF PEEK<532/91=6 THIN 4090 
4070 CC=3Z:GOSUB 41OO:CC=J39•R R•3 
R>12 THEN 0:3 

4080 GOSUB 41DR:FOR D 1 TO 20:SOUND O, 
D.10.12.NEXT D!SOUND 0.O.0,•I GOTO 4050 
4090 ON R = 3 GOIO Ml: ON H*-6 GOIO M7:0H 
R;9 GOTO M3:ON R=17 GOTO 0UI1 
4100 C 01 OR CC.T10T 4.R IlDKAMIO 16.R 1 
:DRAMT O 16.R*1 JDRAMTO 4.R*t:DRAM10 4.R 

:RE TURN _ _ 

4 9 99 REM 

5000 GRAPHICS O:POKE 82.2:POKI 752,0:E 

ND 


A Graphics 1 or 2 lower case screen puls hearts in all its 
blank spaces because the second half of the character set does 
not have a “space" symbol. LINE 3010 nets over this problem 
by making the hearts colour register the same colour as the 
background screen (viz. l*OKE 708.0 - the background at 
location 712 is already 0). Another solution would be to rede- 
line a character as a space. 

The menu itself is very similar to Menu One. This time the 
options are at rows 3. 4. 5 and 6 because we re using a 
Graphics 2 screen and CHKS( 18) produces the symbol found 
on the CTRL-R key. Symbol movement and option selection arc 
the same as Menu 1. 

Menu Four: The menu names are printed at rows 3. 6. 9 
and 12 (LINES 4030-40) and the variable R defines the cur¬ 
rent" row number. The subroutine at LINE 4100 draws a box 


around the name at row R using the symbol and colour 
determined by the variable CC. Spaces (CC=32) arc used to 
blank out the old’ box and then plus signs using register 3 at 
location 7! 1 (CC=139) are drawn at the new location. 

Next issue ... 
Graphics 3 to 7 and 
text in Graphics 8 
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Software 


FANCY A ROUND? 


A round, at the local golf 
club costs a packet so 
Patrice Robert tries out 
the game on his XL/XE 
instead 


T his time I decided to have a look at all the golf games 
available for the Atari 8 bit micros. This Idea took me 
after several trials In this sport. I mean the real sport? 
Playing golf In France Is much more expensive than In Eng 
land, however and I wondered If I could recover the same 
feeling on my screen as I felt on the green. Well. I haven't been 
disappointed. For this review. I have separated miniature golf 
games from the "big" golf game. Although both are fun. It’s 
rather easier to compare them by category. 


THE EARLY DAYS 

My first try at this sport was via HAYDEN GOLF pro¬ 
duced by Hayden Book In 1983. The game Includes on-screen 
Instructions where the computer asks a few questions and 
then draws the flrst hole. When playing the game each hole 
has a top view' and a side view at the same time on the screen. 
In the top view, you will lx* able to see the tec and flag. 
Information for driving and putting Is given on a status line 
(hole number, distance from hole. par. number of strokes). 

The computer then asks you the club you w-ant to use. 
Answer by typing a number followed by W (for wood), or I (for 
Iron). The pitching wedge and the sand wedge being available 
by typing respectively 101 and 1II. Next the strength (0 to 10) 
and the direction (by a value number between 0 and 360) can 
lx* selected. On the green, as with most golf games, only 
strength and direction are asked. A help chart is also given by 
typing the letter C from the prompt informing you the current 
score and displaying a list of woods and irons and their 
corresponding average distances. 

The playfield displayed from the top view olTers a view without 
any trees. On the green, the playfield displayed is bigger 
offering a much better view of your situation. I finally disco¬ 
vered in playing this game that up to 4 players can play and 


select their handicap. In some retailer's catalogues you will see 
this game called CHAMPIONSHIP GOLF. Remember it's 
a keyboard driven game? As to my verdict. I would say that It's 
not the best golf game but then it was produced In 1983! 

IT S A FUNNY OLD GAME 

Next. I played GOLF CHALLENGE which Is. In my 
opinion, one of the funniest golf games reviewed here. Why? 
Because the playfield Is very simple although well designed. 
Hils one ofTers a top virw Including trees, water, greens and 
your player who has the same appearance as the tennis player 
from the Atari cartridge! You manipulate the player and make 
him walk near the ball and then make the club go round until 
It hits the ball. On the green, which Increases In size when you 
enter It. the action Is the same. It is the player's movement and 
the way he hits the ball that makes this entirely Joystick driven 
game quite funny. 


GETTING BETTER 

The following two versions of golf on XI./XE are of higher 
quality than the previous ones. 

I much prefer MAXI GOLF produced one year later In 
1984 by Adventure International. The game comes on four 
disks and Is of top quality with great graphics and the real 
feeling of playing golfl Tills version Is more sophist lea ted than 
the previous one because of the display screen offering a view 
of all the fairway. Including trees, bunkers, sand traps, rivers, 
water plans, and even your player's feet. You can feel the 
difference by Just watching the presentation screen with cros¬ 
sed clubs supported by introductory music. The main charac¬ 
teristics of this game arc the display of the golfer's progress In 
a chart and overall the nice top view of the playlleld with 
several obstacles. Tills display of the game makes it quite 
attractive. The bottom of the screen offers data on clubs, 
strokes, wind, strength, length, number of shots, curve and 
direction. Another good point for this game is that it is Joystick 
driven. 

You can follow the flight of your ball after your shot hoping 
that it doesn't hit a tree or fall in the water. This game is also 
differentiated from the others by the inclusion of a course 
designer giving you the possibility to build your own fairway. 

THE MASTER GAME! 

Now for the grand master - LEADER BOARD produced 
by Access in 1986. This stunning version of golf really made 
me speechless the first time I saw' it as 1 discovered a 3D 
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The following back issues of 
NEW ATARI USER are still available 


Issue 31 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 


Issue 43 
Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 


Issue 53 
Issue 54 
Issue 55 
Issue 56 
Issue 57 
Issue 58 
Issue 59 
Issue 60 


DISKS ARE AVAILABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUES ut £2.00 etch in the UK (Inc. post ft packing). 
£2.50 for Europe or aurface mail elsewhere and £3.50 
for Air Mail outside Europe. Prices Include postage 
ISSUE DISKS are for any 48k or 64k 8-bit Atari 
Each disk is £2.95. Postage FREE in U.K. 

Overseas add £1 per order (any number of disks) 

Send your order to 

PAGE 6. P.0. BOX 54, STAFFORD. ST161DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 


playfleld and outstanding player animation. Graphically une¬ 
qualled in the XL world of golf games, the 8-bit version gives 
the same feeling as the ST version. This game makes me think 
of I he Interactive CD machine, recently Introduced by Philips, 
which has a golf game quite similar to LEADER BOARD. 

The only thing I would have liked to see on the XL adaptation 
is the top view, which has been included in many other 
adaptations of this game, as well as trees which don't appear 
In our machine's version. In my opinion, this game is the most 
complete golf game for the XL/XE as you can play up to 4 
players with different levels (novice, amateur, professional) and 
select 18. 36. 54 or 72 holes (you must have a lot of spare time 
ahead for this one!). On the Information side, the game gives 
you everything you need: hole number, par number, course 
number, strength (graphically displayed), distance from hole, 
possibility of slice, wind direction etc. 

With the addition ol LEADER BOARD TOURNA¬ 
MENT additional courses are available but the playfleld still 
has no trees and no less water (the Initial version could make 
you think you arc playing on islands!). 

There are some details In the Leader board's series that really 
give life to the game. The player s animation, of course, but 
also the cfTcct of the wind directly shown and applied on your 
ball after your shot. There Is also the small Island displayed 
under your player's feet If your ball has fallen in a comer of the 
grass as well as the noise of your ball hitting the flag. If you're 
an 8-blt addict as I am. you can't miss playing this game with 
friends and good deal of spare time. 

ALMOST THE LAST 

Tbc last commercial XI- golf game Is PRO GOLF produced 
by Atlantis software which dates from 1988. Tills version offers 
the greatest amount of options that can be defined. With a top 
view of the playfleld. the game lets you choose If you want a 
championship or a practice run. a single round and medal or 
championship tees. Then, you decide whether you want ran¬ 
dom or user defined ground (dry. wet ...). variable or constant 
wind as well as its speed and direction. Finally, you select your 
club, direction and forc e of shot by pushing the two letters O 
and P on your keyboard. If the top view Is not so well designed 
as in Maxi Golf, the fun of it is that the computer displays 
comments after your shot - "in light rough ... good lie" - for 
example. On the green, the display expands and the hole is 
drawn with complementary data showing the slope. 


A BONUS 

PROFESSIONAL GOLF, the disk bonus of New Atari 
User issue 39. offers an original concept. Not only can you play 
up to four players, among trees and bunkers, displayed on a 
top view, but you are faced with a wide range of top profession¬ 
al golf players all over the world. Consequently, the scoreboard 
displays your position among the 38 other players (as in USA 
Cross Country Road Race). A built-in construction set option is 
also included for those of you who want to create their own 
fairways. 


GOLF AT THE SEASIDE 

In the fun world of miniature golf comes MINIATURE 
GOLF PLUS produced by Xlent software In 1985 and pub¬ 
lished on the Antic disk of .june/July 1990 (Vol. 9. No.2). This 
game olTers a close up view of the whole of the playfleld, as it Is 
smaller than In the real game. You have to use and Include the 
borders in your strategy as In a billiards game. Your shot has 
to be well aimed and with the correct strength or your ball 
could come back to your previous situation. Direction and 
angles have to be seriously considered to meet the goal. Origin 
al challenges are offered with different obstacles during play 
such as moving walls in the middle of the playfleld. If you don't 
want to play the set holes any more, you can build your own 
with the construction set option Included. 

FOR THE PROS? 

I don't know if Ntcklaus or Balesteros played these games 
before earning thousands of dollars (I really don't think so), 
but there is. in these XL games, a version for each of you. 
LEADER BOARD for the fast player that doesn't want to get 
more involved in the game and wants fun from the start. MAXI 
GOLF for the more technical player that wants to see a larger 
playfleld from the top view. PROFESSIONAL GOLF for building 
your own playfleld. and MINIATURE GOLF for the billiards 
player that wants to study the angles and direction in a 
smaller display! 

Mope to see you soon on the green!!! 
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XL/XE PROGRAMMING 



A s we all know very well, the Atari XL/XE defaults to 

ItHht blue text on a darker blue background in Mode 0. 
Many Atari users would like an easy way to get diffe¬ 
rent coloured forty-column text Into their own programs and 
Indeed there was a letter In Issue 46 of New Atari User asking 
for a program to explain how to do this. Although the words 
strictly not possible’ and clever programming' were men¬ 
tioned. It Is actually very simple to achieve, although of course 
there are a lew limitations! 


TWO COLOUR LIMIT? 

Firstly. Mode 0 only allows two shades of colour to In- used: 
location 710 holds the value for the background colour and 
70‘J the text brightness. Hie resolution of the screen in this 
mode Is 320x192. To achieve multicoloured text, we must first 
use a mode which uses a lower screen resolution, and conse¬ 
quently. slightly chunkier graphics. Fortunately. 160x192 Is 
adequate for this purpose and Is used In many games Instead 
of the normal mode 0 text. However, whereas normal charac 
lers are defined on an HxH pixel grid, these characters are 
limited to 4x8. One pixel must be used for a'blank column and 
row between the characters (otherwise the letters would run 
Into each other), so only 3x7 pixels are actually available for 
character data. This poses a few problems for certain wide 
letters of the alphabet such as the W or m . but with a 
well designed font, they can lx* made to look pretty acceptable. 
Some characters are even more difficult to achieve, such as the 
•ft’ ,,r but we can’t have our cake and eat it! Another 
problem Is that each font holds 128 characters, so only three 
full sets of 26 letters can lx- Incorporated, (although inverse 
mode uses an extra colour register!) and even If the character 
set was larger, the Atari XL/XE only has five colour registers 
and one of those Is for the background, so the limit Is four 
different c olours of text per screen! 


CREATING A FONT 

Program 1 contains a data set for a multicoloured font and a 
save routine to put the font onto disk (or tape) very quickly. 
This font Is a modified version of the Atari character set which 
gives you four different colours for your text plus all the other 
normal characters (punctuation, numbers, etc.) except the 
Control characters (keyboard graphics). The control charac¬ 
ters’ data has been replaced with another alphabet as have the 
lower case letters. Once you have typed in the program (and 
saved a copy!!) run it and the new font will be written to disk 
as a 9-sector file. To save the font to cassette, simply change 
the D:‘ to a C:’ in both programs. 

The second program is used to load the created font and 
displays a message in four colours: yellow (normal text), red 


Robert Stuart provides 
a routine to get away 
from those boring 
Graphics O displays 


(lower case text), blue (control characters) and green (inverse 
control characters). Hie normal Mode 0 display list Is altered 
to that of a four colour mode for this program without the need 
to call up Mode 12 or 13. Possible uses for this font Include 
coloured text for adventure games, flashier Intro screens, more 
attractive status lines for arcade games, and countless other 
uses for which monoc hrome text Is unwanted. Hie four col¬ 
ours used In the above program can of course be changed to 
whatever hues you wish. l*oke location 708 with 14 II you want 
ordinary white "text. Stick to a blac k background for your 
multicoloured text and you’ll have less problems, as the main 
characters (yellow letters, numbers, punctuation, etc.) have 
Ix-en specially smoothed out for greater clarity on a black 
screen. If more than four colours are needed, then a display 
list Interrupt must be used, which would give up to four 
different colours on every screen line, but that’s another story 
and another article! 





mo l bum 

BL 2 REM 
PM 3 BEM 
NJ 4 REM 

UB 10 OPEN Ml,4,0,"8: MUL TXCOL .PUT** 

YU 20 POKE 850, 7 :POKE 852.0:P0KE 051.140: 

POKE 856,0:POKE 857,4 
KJ 30 XX=USRCADRC"hhhSl :C105E Ml 

MU 40 POKE 39071.68:F0R F=39974 TO 39996: 

POKE F,4:NEXT F tPOKE 756.140 
MG 50 POKE 708,220:POKE 709.54:P0KE 710.1 
18:POKE 711.200 
XO 60 ? CHBS C1251 

GO 70 POSITION 0,2:? " THIS IS THE FIRST 
COLOUR" 

PL 80 POSITION 0.4:? " this is the second 
colour" 

JX 90 POSITION 0.65? " • A •+ Oj*H 

qu loo position 0 . 8 :? " C7E! 

F| 


Program 2 - a font loader 
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BY R0B^^STUA^^^^9 3 


gv e rem ^Mt;mw <»itniiu: »j4:f iiiiii 

PY 1 REM _ 

DM 2 REM I_ 

MO 3 RESTORE 5:F0R F-0 TO 1023:READ M:POM 
E 35840*F, X:MEKT F 

OK 6 CLOSE Mi:OPEM HI.8.8."D:MULTXCOL.FMT 

TB 7 POKE 850,ll:POKE 852,0:POKE 853,140: 

POKE 856,0:POKE 857,4 
NN 8 XX=USR(ADRC M hhhwLU&'>.16>:CLOSE Bl 


80 300 DATA 


KV 

10 

ATA 


RC 

12 

ATA 

16,16,16.16.16,0,16,0 

LF 

15 

ATA 


AH 

20 

ATA 


TG 

25 

ATA 

220.84.80.220.20,84.220,1 

PY 

30 

ATA 

196.116,20.220,80,124.60 

PF 

35 

ATA 

220.60.220,16,244,68.220 

BN 

40 

ATA 


BE 

45 

ATA 

52.16,16,16.16.16.52,0 

VB 

50 

ATA 

28,4,4,4,4,4,28,0 

zz 

55 

ATA 

0,68,220,84,220,68,0.0 

PE 

60 

ATA 

0,16,16,84,16,16.0.0 

EU 

65 

ATA 

0.0,0,0.16,16,112.0 

JV 

70 

ATA 


HO 

75 

ATA 

0,0.0.0.16,16,0.0 

AO 

80 

ATA 

4.52,20.220,80.112,64.0 

UI 

85 

ATA 

220.68,116.04,116,68,770 

IL 

90 

ATA 


ZM 

95 

ATA 

92,4,4,220.64.64,212,0 

MP 

10 

DAT 

92,4,4.28,4.4,92,0 

FP 

10 

DAT 

4,52,20.212.68,04,4.0 

IL 

11 

DAT 

84,64.220.4,4.68.220,0 

HH 

11 

DAT 

64.64.64.92,68,68.220.0 

SX 

12 

DAT 

84,4,4,4,4,4,4,0 

AI 

12 

DAI 

220.68,68,220.60.60.220 

BA 

13 

DAT 

220,68.68,212,4,4,4.0 

KC 

13 

DAT 

0.16,16,0,16.16.0.0 

SK 

14 

DAI 

0.16,16,0.16.16,112.0 

MH 

14 

DAT 

12,52,220,112,220,52.12 

KF 

15 

DAT 

0.0.84,0,0.84,0,0 


BG 315 DATA 
IV 320 DATA 
DB 3 25 DATA 
CD 330 DATA 
PY 335 DATA 
GI 340 DAI A 
OE 345 DATA 
OB 350 DATA 
US 355 DAIA 
AM 360 DATA 
TF 365 DATA 
XC 370 DATA 
KG 375 DAIA 
PT 380 DATA 
XP 385 DATA 
UB 390 DATA 
OS 395 DATA 
OV 400 DATA 
LG 405 DATA 


410 DATA 
415 DATA 
420 DATA 


20,16,16,16,16,16.20,0 

64.112.80.220.20.52.4.0 

80,16,16,16,16,16,80.0 

0 . 220 . 68 . 0 . 0 . 0 , 0,0 

0.0.0.0.0.0.84,0 

204,116,84.04.220.40.0.0 

48,204,204,252,204,204.204,0 

240,204,204.240,204,204,240,0 

40.704,192,192,192,204.40,0 

240.204,204.204,204,204,240,0 

252,192,192,240,192,192,252,0 

252,192,192,240,192,192,192,0 

48,204.192,192,704,204,40,0 

204,204,704.252.204,204,204,0 

252.40.40,48.40,40,252,0 

60.12,12,12,12.204,48.0 

204.204.240,240,240,204,204,0 

192.192,192.192,197.197,252.0 

204.252,252,204,204,204,204,0 

240.204,204.204.704,704,704,0 

40.204.204.204,204,204.48.0 

740.704,704,740,192,192,192.0 

48,204,204,204,204.240.60.0 

240,204,704.240.704.704.204,0 

60.192,192,252,12,12.240,0 


TV 430 DATA 
JU 435 DATA 
HM 440 DATA 
DJ 445 DATA 
FC 450 DATA 
KM 455 DATA 


UM 465 DATA 
UM 470 DATA 
VT 475 DATA 
TO 480 DATA 


490 DATA 


204.204.204.204,204,204,257,0 

204.704.704,704,704,252,40.0 

204,204.204,204,252,252,704,0 

204.704.704,48.704.204,704.0 

704.204,204,48,40,48,48,0 

257,12,12,48,192.192.252.0 

48.270.84,04.116,16.48,0 

0.16,04.220,16,16.0.0 

0.16,16.84.270,16.0.0 

0*. 16,112,84,112.16.0,0 

0,16,52,04,52,16.0,0 

48.220.84,84.84,270,48,0 

32.136.136,168.116,136.136.0 


BM 155 DATA 192,112.220.S2.720.112.192.0 
AP 160 DATA 220,68,4,52,28,0,16,0 
DV 165 DATA 0,220.68,116,92,64,220.0 
XP 170 DATA 220,60,68,84,60.68,68,0 
ML 175 DATA 92,60,68,92.68,68.92.0 
MB 100 DATA 220.68,64,64,64,68.220,0 
PY 185 DATA 92,60,68,60,68,60,92,0 
AB 190 DATA 84.64,64,80.64.64.84,0 
YM 195 DATA 84,64,64,00,64.64.64,0 
SO 200 DATA 220.68,64,76,68.68,220.0 
SP 205 DATA 68,68,68,84,68,68,60,0 


ZF 500 DATA 
KB 505 DATA 
ZH 510 DATA 


32,136.128,178,120,136.32,0 

160.116.136,126,136.136.160, 

160.128.120,160,120.128.168, 


ON 210 
OZ 215 
TE 220 
AZ 225 
DY 230 
TB 235 
MM 240 
ES 245 
AJ 250 
OU 255 
IN 260 
ME 265 
QC 270 
KI 275 
UD 280 
VJ 285 
ZO 290 
VB 2 95 


DATA 20.4,4,4.4,68,220,0 
DATA 60,116,92.00,92,116,68,0 
DATA 64,64,64,64,64,64,84,0 
DATA 60,116,84,116,68,68.60.0 
DATA 92,68,68,68,68,68,68,0 
DATA 220.68,68,68,68,68,220.0 
DATA 92,60,68,92.64.64,64,0 
DATA 220.68,68,68,116,92.212,0 
DATA 92,68,68.92,68,60,68.0 
DATA 212.64,64,220,4,4,92,0 
DATA 84,16,16,16,16,16.16,0 
DATA 68.68,68.68,68,68,220.0 
DATA 68.68,68,68.68,220,16.0 
DATA 68.68,68.68,84.116.68,0 
DATA 68,68.68,220,68,68,68,0 
DATA 68,68,68.220.16,16,16.0 
DATA 84,4,52,220,112,64.84.0 


YN 520 DATA 
UM 525 DATA 
EU 530 DATA 
ZM 535 DATA 
GX 540 DATA 
CG 545 DATA 
MI 550 DATA 
OS 555 DATA 
MM S60 DATA 
PS 565 DATA 
RY 570 DATA 
LZ 575 DATA 


LB 5B5 DATA 
MT 590 DATA 
MM 595 DATA 

SL 605 DATA 
IR 610 DATA 
UE 615 DATA 
SI 620 DATA 
KE 625 DATA 
JN 630 DATA 
FQ 635 DATA 
JO 640 DATA 


32,136.120.178,136,136,32,0 

126.126.136.168.126.136.136 
168.32,32,32,32,32,160.0 
40,8,8.0.8,136,32.0 

136.136.160.160.160.136.136 
128.178.128,170,128,128.168 

136.168.160.126.136.136.136 

160.136.136.136.136.136.136. 
32,136,136,136,136,136,32,0 
160,136,136,160,178,120,128. 
32.136.136,136,136,160,40.0 

160.136.136.160.136.136.136. 
40,120.128,168.8.8,160,0 
168,32.32,32,32,32.32,0 
136,136,136,136,136,136,168. 
136,136,136.136.136,160.32,f 

136.136.136.136.160.168.136. 
136,136.136.32.136,136.136,1 
136.136,136,32,32,32,32,0 
168,0,8,32,120,120.160,0 
40,220.04,116,68,16,220,0 
16,16.16,16,16,16,16,0 
84,80,97,116.68,12.0,0 
4,52.212.84,712.52,4,0 
64,112,92,84,92,112,64,0 


Program 1 - Creating a font 
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Disk Magazines 



T he floppy disk has become a popular medium for ex¬ 
changing news, reviews and topical Information among 
'specialised' computer users. The expense of printing 
magazines on paper has proved a major incentive for small- 
scale publishers to search for other means of communication. 
Disk mags can also act as a point of distribution for the latest 
public domain software and are therefore readily accepted by 
users. I recently received the first four Issues of a publication 
designed exclusively for the benefit of Atari owners. You may 
have heard the name MEGA MAGAZINE, a disk mag created by 
Freddy Ofienga (aka Frankenstein) of'Big Demo' fame and 
distributed by A.N.G. software of Holland. You may not have 
heard that Micro Discount are now handling UK sales, thereby 
removing the hassle and additional expense of overseas 
payment. 

It's safe to say that Mega Magazine Is unlike other disk mags 
you may have encountered. In common with most, each Issue 
Is supplied on a double-sided (loppy and follows a fairly con 
slstent format - side one contains a wide variety of textual 
material whilst side two Is reserved for program files. However, 
the text part Isn’t as dull as you might expect. The disk boots 
up with an Impressive menu system accompanied by excellent 
music. The articles load separately from disk and. due to the 
compression techniques employed, there is a IX7T to read! The 
text viewer Is extremely user-friendly and lets you scroll back 
and forth at different speeds, using Joystick-controls. You can 
choose almost all the options with a Joystick the only excep 
tlons arc console-key presses to silence the background music 
or toggle output to a printer. 

Regular features established in the launch Issue Include hints 
and tips for popular games, programming tutorials, demo 
reviews, a substantial Lynx section, a mailbag and a column 
especially for heavy metal freaks. There are twenty-seven text 
items in Issue one with subjects ranging from 3D vector 
graphics to the story of the High Tech Team and what hap¬ 
pened to their Platinum demo. The fiip side is packed full with 
challenging screen files designed for use with the Boulderdash 
Construction Set. 

A mong many articles In Issue two there's a list of Illegal 
assembler opcodes, a review of the Black Magic Com¬ 
poser and full details of an Atari 8 bit stereo upgrade. 
The Lynx section offers news, reviews and tips on established 
titles. Side B contains, by popular demand, no more Boulder¬ 
dash screens! Instead there are three excellent demos from 
Turkey. Norway and Poland with the usual mixture of scrol¬ 
lers. music and special graphic effects (love the Black lamp 
music!), as well as a shareware archiver with full instructions 
so you can access several other compacted files on the disk. 
Some of these relate to the articles (for example, programs to 
use with the stereo upgrade) while others provide source code, 
utilities and pictures. 

Issue three investigates fractal graphics, hardware enhance 
merits, compression techniques. CSS products and much 
more. The fractals article is accompanied by a demo of the 
mandelbrot set and utilities to help you explore and create 
your own fractal drawings. Elsewhere there's a demo of a 
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Polish game called Tanks tt looks impressive! and another 
conventional demo from Turkey. There's more Information on 
stereo enhancements amt a source code listing from part of the 
Atari Expo II demo, so you can find out how they do It! 

T he fourth Issue takes a look at games from A.N.G. and 
Zeppelin Games, demos from various sources and 
Wosftlm's Disassembler. It also investigates display list 
Interrupts, happy faces and philosophical matters. As well as 
two lively demos the program section contains an Innovative 
module player from Poland that uses sound-tracker MOD’ files 
converted from the ST and Amiga. It's accompanied by three 
example modules. There's a program to (incompact I-ZW files, 
one to check that your RAM banks are in working order and 
another that's handy for those who use a BBS to download 
disks as single files - it converts files to disks and vice versa. 

I could fill up the rest of the magazine desc ribing the content 
but you will already realise that Mega Magazine Is packed to 
the last byte with Information, reviews, programs, demos and 
almost anything to do with the world of Atari 8-bits. There Is a 
bias towards programming topics and issues of a technical 
nature though the authors are aware of the need to cater for 
'average' users. If you’re exclusively interested in games you’ll 
probably find it disappointing. 

Unfortunately I must end by drawing your attention to the 
w-aming which appears in the introduction of every issue. 

Mega Magazine contains some language that w'ould not be 
considered suitable for children. Given that many Atari-owning 
children will find the remaining articles of great interest, and 
that many adults would prefer the offending material to be 
removed, it's a mystery to me why the Editor doesn’t make an 
effort to clean up the magazine's content. Apart from this one 
drawback. Mega Magazine is truly amazing! 

MEGA MAGAZINE is published by A.N.G. software. Ridderkerk 
sestraat 60.3114 RK. Schiedam. Netherlands and distributed 
in the UK by Micro Discount. 265 Chester Road. Streetly. West 
Midlands. B74 3EA. Telephone (021) 353 5730. The price is £3 
each for issues 14 or £10 for the set. 
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AD AX 


I 


A nother new game! This 
one. called AD AX. is 
an arcade adventure 
from Avalon In Poland and has 
been imported to the UK by 
Micro Discount, who special¬ 
ise in offering formerly undisc¬ 
overed products. Although the 
program contains a few Polish 
screen prompts this Is not a 
problem as the meaning Is 
generally obvious and an En¬ 
glish translation of the playing 
instructions Is supplied. 

It would seem that aliens 
have invaded the nearby 
planet of Adax and the Space 
Defence Force have commis¬ 
sioned their most dependable 

— 
Title: ADAX 

Publisher Avalon/Micro 
Discount 
Price: £5.95 

Format: Disk 

Reviewed by Paul Rixon 


(or Is that expendable?) em¬ 
ployee that's you to investi¬ 
gate the situation. It doesn't 
take you long to discover that 
the nasties have constructed a 
military base and are planning 
to launch a massive attack on 
Earth Itself. Needless to say. 
your new mission is to wipe 
out the I IQ and see the 
meanles out of town! 

The game kicks off. rather 
worryingly. In a style similar 
to Green Beret and similar 
shoot 'em ups. There arc 
dozens of guards for your man 
to avoid and your platform 
jumping skills are vigorously 
tested. Fortunately. It soon be 
comes apparent that there's 
more to Adax than simply 
blasting the twiddles. In line 
with all arcade adventures 
there are various objects you 
will have to find and utilise in 
order to successfully complete 
your mission. When you come 
across a likely-looking box of 



goodies you can Inspect the 
contents before deciding 
whether to keep or disc ard 
them. If you wish, you can 
swap a new item for one you 
already have. Missiles are 
obviously useful for dealing 
with the opposition's defences 
but you'll also need keys to 
access different sections of the 
base. Ultimately you're expec¬ 
ted to locate six floppy disks 
that contain the enemy's 
strategic plans (backups, what 
backups ...?) and plant a 
bomb In the power station for 
the grand, booming, finale! 

A great deal of effort has been 


Invested In the visual design of 
Adax there's no shortage of 
colour, detail and imagination. 
'Hie game also l>cncfits from 
good animation and clever lea- 
lures such as lifts and a high¬ 
speed transporter. 'Die back 
ground music Isn't bad 
though a silent mode can be 
chosen If preferred. 

Well. I'm Impressed! Adax Is 
an all-round high quality pro 
duction with enough action 
and intrigue to ensure you 
won't lose interest In a hurry. 

If arcade adventures are up 
your street, this Is one you 
won't want to miss. 




♦ BIDING II ♦ 


O riginally launched as 
separate budget - 
priced disk games. 
Bolng II and Speedlox can now 
lx- obtained from Kent-based 
Tiger Developments in the 
form of a single compilation. 
The lirst version of Boing. 
which was included with one 
of the Excel disk magazines 
(see NAU issue 59). ran along 
similar lines to Bounder • a 
popular jumping game on 
various micros anti known to 
Atarians in the guise of Grem¬ 
lin's Trallblazer. Boing II is 
based on a similar principal 
but also includes a shoot 'em 


up element. The game is a 
horizontal scroller and your 
Joystick controls a small 
bouncing ball as it travels on a 
lengthy journey over hazar¬ 
dous territory. You must take 
care not to fall through gaps 
into the sea or collide with 
alien matter, since either 
event will result in the loss of 
life. You can shoot at the 
attacking nasties for tempor¬ 
ary respite though ammuni¬ 
tion is limited. Luckily there 
are bonus squares providing 
such useful effects as addi¬ 
tional ammo, smart bombs 
and limited missile protection. 


The graphics and sound 
effects are adequate. Boing II 
Is a simple but addictive 
game, and It's worth persever¬ 
ing to experience the later 
levels (or you can use cheat 
mode instead!). 

A highly advanced parallel 
universe is the setting for 
Speed Fox. yet another game 
that has been justified by the 
need to save innocent citizens 
from an imminent alien 
attack. In contrast with the 
imaginary' universe, the screen 
design Is actually rather basic 
- each level Is presented as a 
single screen. Your objective is 
to zip around the playfield col¬ 
lecting enemy cells (they be¬ 
long to a genetically en¬ 
gineered monster, apparently) 
w’hilst avoiding the unrelent¬ 
ing cross-fire from two alien 
spaceships positioned either 
side. A time limit adds to the 
challenge and there are bonus 
pills on offer to give you spe¬ 


cial pow'ers such as jumps 
and temporary shield. Due to 
the rapid speed of action and 
the fact that your ship is li¬ 
mited to vertical and horizon¬ 
tal movement. Speed Fox Is 
not an easy game to contend 
with. It may not be long be¬ 
fore. like me. you decide lo 
re-boot and try another round 
of Boing II instead! 

Boing II Is a reasonably en¬ 
tertaining game though Speed 
Fox is unlikely to hold your 
attention for long. Cassette 
users presently miss out but 
Tiger Developments have hin¬ 
ted at future plans to offer a 
compilation tape of their re¬ 
cent releases. 

Title: BOING II & 

SPEEDFOX 

Publisher Tiger Developments 
Price: £4.99 

Format: Disk 

Reviewed by Paul Rixon 


New Atari User - Issue 61 


41 














T*T7<1 


T his straightforward 
puzzle should 1 m* 
familiar to PC users 
since a very similar game 
known as Minesweeper Is 
bundled as standard with 
copies of the multi-tasking de¬ 
sktop environment Microsoft 
Windows 3.1. It must be one 
of the most frequently played 
games at the expense of com¬ 
mercial organisations! 

The player of BOMB is faced 
with a large grid of rather dull 
squares and a Joystick oper¬ 
ated cursor. The object of the 
exercise Is to clear the grid of 
dangerous mines which have 
been concealed under some of 
the squares. By placing the 


Title: BOMB 

Publisher: Ke-Soff 
Price. DM14.80 

Format:- Disk 

Reviewed by Paul Rixon 


cursor on a square and press¬ 
ing either the space bar or 
joystick trigger you must de¬ 
cide whether the underlying 
territory should be designated 
a mined or safe area respec 
lively. To help you in this 
seemingly foolhardy task the 
safe areas, once revealed, are 
labelled with numbers repre¬ 
senting the quantity of mines 
In the Immediately surround¬ 
ing squares. Once you've suc¬ 
cessfully cleared a small por 
lion of the grid you can apply 
certain rules of logic- to replace 
the element of guesswork that 
would otherwise be required. 
For example, if you unearth a 
mine with an adjacent safe 
square labelled T. there can 
Ik* no more mines surround¬ 
ing the latter. 

You've got to move quickly 
since your time allowance Is 
limited. It doesn't pay to take 
chances • if you fall to correct 
ly Identify the nature of a 
square the game Is abruptly 




ended. At first the task seems 
almost Impossible but addic¬ 
tion sets In as you gradually 
Improve your playing techni¬ 
que. You can move up through 
a total of twenty levels, the 
later stages offering differently 
shaped grids const meted from 
a greater quantity of squares. 
Eventually It becomes more a 
case of luck than Judgement! 

Graphics are no more than 
functional (the all-too-fre- 
qucntly experienc-ed game over 
sequence Is particularly unim¬ 
pressive) while a reasonable 
tune accompanies gameplay. 
Unfortunately my copy of 
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Bomb contained a small bug 
that came to light upon the 
completion of a dozen games. 
The program froze at the start 
of the thirteenth round and 
refused to accept Inputs * Ke- 
Soft have assured me this will 
lx* fixed in the release version. 

Bomb Is not one of Kc Soft's 
most prestigious efforts but 
It's an addictive puzzle, none 
the less. 

At present it's only available 
direct from Germany so you’ll 
need to check the exchange 
rates before ordering. Drop 
Ke Soft a line and they'll send 
you the latest price list. 



lug balloons, which arc there¬ 
by transferred to the current 
player, or similar balloons 
which are then Inflated In the 
same way as before. With 
careful planning it's possible 
to set off a chain reaction and 
radically change the grid's 
complexion in a single move! 
Overblow is much, much 
easier to play than it Is to ex¬ 
plain. True two player games 
are few and far between but 
this one is a fine example. 

Despite the inclusion of a 
German adventure Player's 
Dream III is well worth invcstl 
gat ion. Overblow Is a nice 
game for two players while 
Jump provides a useful 
bonus. 


first few screens this Is rela¬ 
tively simple but when the 
game speeds up your reac¬ 
tions are severely tested! 

There are several opportuni- 
j 11 ties to obtain bonus points 
1 | I though on higher levels (there 
t i J are fifteen altogether) but the 
i | I score will probably lx* the 

least of your worries! Jump re 
lies on simple graphics and 
contain English messages. sound, but the game is sur 

Jump is a revamped version prisingly addictive, 
of a very old arcade game Ov erblow is a rather unusual 

that's intended to stretch your two player strategy game that 
powers of eye-to hand co ordi- combines a hint of Othello 
nation. The Joystick com- with a fairground scenario! 

mands a ball which is perched The players take turns to 
on a platform constructed place coloured balloons on a 


K c-Soft have now re¬ 
leased three disks In 
their Player's Dream 
series of compilations. The 
first instalment (sec NAU Issue 
53) is presently the only one 
available with English Instruc¬ 
tions. though Kc-Soft are well 
able to provide a translation If 
there’s sufficient demand. 
PLAYER'S DREAM III compris¬ 
es three games though at pre¬ 
sent only two will interest the 
majority of British players - 
the third is a German only 
text/graphics adventure. For¬ 
tunately the other two prog¬ 
rams. Jump and Overblow. 


Title: PLAYER S DREAM III 

Publisher: Ke-Soft 
Price: DM14.80 

Format: Disk 

Reviewed by Paul Rixon 
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LIZARD 


T iger Developments' 
latest production is a 
horizontally scrolling 
shoot 'em up with a host of 
added complications. The 
game is a combined effort by 
Nell Ottaway - the man re 
sponsible for Tarkus and Mis¬ 
sion Zircon - and Robert 
Stuart of Excel disk mag 
fame, who also knows a thing 
or two when It comes to de¬ 
signing computer graphics. 
Chances are you may not 
have heard that members of 
the Reptilian System have for 
med an alliance and are all 
geared up to Invade the Earth 
In order to set up breeding col¬ 
onies. Now that you have, 


you'll surely want to play your 
part in defending mankind! 

Your joystick manoeuvres a 
jet-packed character who is 
not unlike the one In Mission 
Zircon - for some reason I find 
his manner rather unconvinc¬ 
ing! You can scroll in either 
horizontal direction through 
the alien world which is de¬ 
fined by a stunning assort¬ 
ment of colourful backdrops. 
Robert Stuart has really gone 
to town in providing as many 
colours, objects, patterns and 
features as you could possibly 
hope to encounter. There are 
dozens of obstructions to 

negotiate though It's some¬ 
times difficult to know where 
they are until you hit them! 
The continuous waves of 
space-Invader style nasties are 
rather more conspicuous, but 
no less hazardous. The best 
policy may lie to keep your fin¬ 
ger firmly on the fire button 
and hope for the best! 

Despite Its Initial appearance 


Title: LIZARD 

Publisher Tiger Developments 
Price: £4.99 

Format: Disk 

Reviewed by Paul Rlxon 



Lizard Is by no means a 
straightforward blasting ex¬ 
pedition. Whenever you get an 
opportunity you should look 
out for solar panels that must 
bo destroyed to disable the 
enemy force fields. You should 
also Investigate objects that 
may contain bonus points, 
power, bombs or a gun. Your 
current weapons. Including 
space-bar operated smart 
bombs, are shown on a status 
console below the scrolling 
window. As If you didn’t have 
enough problems you've got to 
collect up letters and arrange 
them In a colour-coded group. 


The letters form a password 
that will enable you to log onto 
a computer terminal, in order 
to obtain a mega-gun that 
you'll need to tackle the tyrant 
beast on each planet (a Lizard, 
maybe?). Phew! After the first, 
there are four further levels to 
complete. 

Lizard Is a very challenging 
game and. apart from the 
gripe I have about tin* unpro¬ 
fessional appearance of the 
central character. Is a 
graphical success. Tiger De 
velopments’ software improves 
with every release this is 
their best yet! 




D windling 8-bit sup 

port In the UK seems 
to have been coun¬ 
tered recently by an upsurge 
of activity overseas. In parti¬ 
cular. Poland has unexpected¬ 
ly emerged as a valuable 
source of high quality soft¬ 
ware. A fine example is HANS 
KLOSS - an arcade adventure 
from Avalon of Poland Impor¬ 
ted to this country by Micro 
Discount. It's similar in nature 
to Avalon's Adax which is also 
reviewed in this issue. The 
program text is Polish but 
translations are listed as part 
of an English Instruction 


leaflet. 

The plot unfolds during the 
height of World War II. Hitler 
has instructed Ills scientists 
to develop a new. powerful 
missile that will thwart any 
plans the allies may have of 
putting a stop to Ills reign of 
terror. Fortunately, allied In¬ 
telligence have located the 
underground bunker w’hcrc 
the missile is to be built and 
launched. They have now de¬ 
cided to urgently despatch 
their most experienced and 
successful secret agent, alias 
Hans Kloss. to infiltrate the 
complex and destroy all re¬ 


levant documentation. 

Your part In all this Is to help 
Hans Kloss obtain nine pic¬ 
tures and twelve other docu¬ 
ments. all of which are posi¬ 
tioned deep In enemy territory. 
You will need to look out for 
keys, since there are many 
locked doors in your path. 
You'll also need regular sup¬ 
plies of food and drink to re¬ 
plenish your steadily depleting 
reserves. There are numerous 
lifts to help you get around 
but also some nasty traps to 
catch you out! Conspicuous 
nasties aren't too difficult to 
overcome but trip-switch oper¬ 
ated sniper fire is a real killer! 

The main playing window 
occupies about two thirds of 
the total screen area, the re¬ 
mainder being used to indi¬ 
cate your score, health and 
number of items collected. The 
pleasantly detailed scenes 'flip' 
as you walk or Jump through 
screen boundaries. Animation 


of the central character, who 
is rather green to say the 
least. Is good quality stuff. The 
lifts scroll smoothly and the 
Joystick controls feel respon¬ 
sive and comfortable. A good 
sound-track accompanies the 
action - for once I preferred 
not to turn it offl 
Without doubt. Hans Kloss is 
one of the best arcade adven¬ 
tures to hit the Atari world for 
ages. 1 blame it entirely for 
missing the copy deadline this 
issue! If there Is sufficient in¬ 
terest in this game and other 
recent imports, there are 
bound to be more in the fu¬ 
ture. Isn’t it time you gave 
yourself a treat? 


Title: 

HANS KLOSS L 

Supplier 

Avalon/Micro 1 


Discount 1 

Price: 

£595 I 

Format: 

Disk I 

Reviewed by Paul Rixon 
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QUIZ 

TIME 

T he initial coiH'cpl lor this article came from an enquiry 
by Paul Robinson, lie has written a quiz program lor 
young children and wanted to make it more challeng¬ 
ing by setting time limits on the answers. Initially I was Just 
going lo send a quirk reply talking about the built In timers in 
the Atari operating system, hut then I thought a hit further, 
and realised that the problem was not so very easy. A straight 
forward timer Is not dllTleult to Implement, but a timer which 
will display continuously on screen while something else use 
lul Is Ixlng done by the computer is rather more difficult In 
Basic. So I thought I had lx-tier prove mv concept by incorpor 
atlng il in a little general knowledge quiz of my own. It works, 
as you will see If you type in the listing. 


THE BUILT IN TIMERS 

The fundamental principle of the timing is in memory loca 
tlons IH. 19 and 20. Together these three can make quite a 
useful clock, with accuracy that Is good enough lor most short 
and medium time requirements, though they are probably not 
accurate enough for a cloc k that runs day in and day out. 
location 20 is the llrst part of the timer. It counts up in jiffies - 
that Is fiftieths of a second in the UK and sixtieths of a second 
in the USA. The difference must have something to do with 
electric mains frequencies and the refresh rates of television 
sets (also 5011/ here and 60 Hertz in the United States), lids 
counter counts up from zero to 255 and then resets to zero as 
location 19 increments by one. Similarly location IK lucre 
merits every time memory location 19 gets to 256 and resets in 
its turn to 1. 

You can work out that location 20 counts from zero to 
255/50 (5.12 seconds) and then resets so location 19 counts 
In intervals of 5.12 seconds lo 5.12*256 (1310.72 secs or 21 
minutes and 50.72 secs). Izx'aiion 18 only Increments every- 21 
minutes and 50.72 seconds, so it does not reset until 93 hours 
12 minutes and 24.32 seconds have elapsed. This should be 
quite enough for any Atari application, so I will not try to work 
out a routine that takes account of the clocks all resetting to 
zero at that time. 

This clock system can lx- used in Basic programs bv PEEKing 


locations (18). 119) and (20) and then performing a little mat he 
mattes. Lines 600 and 601 of the listing turn the peeks Into 
elapsed time in whole seconds. I could well have left out the 
I’EEKIIK) term for use In this program as I would not ex|>cet to 
give anyone more than 21 minutes to answer a single question, 
but including it gives you a more general case lor modification 
and use in other programs. 

PROGRAM FLOW 

The other aspect of liming using Basic that has to lx* consi¬ 
dered carefully is program How. The main loop of the program 
must Iterate reasonably quickly and continuously, and each 
Iteration must have an element that redraws the clock counter 
to the current setting. If the program Iteration stops for 
instance to get an Input by INPUT or GET the updating of the 
dock display will also stop. Of course the timers keep running, 
but If you cannot see where they have got to they arc not much 
use. 

So. if we must not use INPUT or GET for keyboard Input, how 
can we make the program interactive? I made the quiz multiple 
choice so that a single key press could lx- used for an answer. 
Now. the answer lies in the subroutine that starts at line 800. 
What this does Is look in meinoiy location 764 to find the code 
of the last key pressed. If no key has been pressed the value is 
255 all the other keys have different values called kcycodc 
values. Unfortunately these values are neither the same as the 
ATASCII values (that is what you get from the ASC function), 
nor the same as the ICODE value (that is the value you have to 
Poke into screen memory to display a character on screen), 
and your Basic manual will not tell you either. There is a book 
called Compute's Third Book of Atari which has a whole 
Appendix devoted to the various keycodcs. but I don't know if 
it is still available. You will just have to find the codes for 
yourself -the very short program listing will help. For I fie 
benefit of tfiis quiz with a choice of three answers we only need 
to know- that pressing 1 results in a value of 31.2 gives 30 and 
3 gives 26. We read the value into variable KEYP in line 800 
and then set the variable IN to 0 (no key pressed). 1. 2 or 3 as 
appropriate. Finally location 764 is reset to a value of 255 
before returning from the subroutine. 

All this may sound a bit complicated, but il allows the 
program to keep recycling through lines 1 10.115.120.125 and 
the subroutines they call until a key is pressed, and in each 
cycle the LOOKUP subroutine at line 600 updates the timer. 
When a key is pressed the timer stops. 
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CR 2 REM * TUTORIAL SUBROUTINES 

YQ 4 REM « QUIZ WITH COUNTDOWN TIMER 
XU 5 REM •* by 

CO 6 REM « Ian Finlayson 

Ob 7 REM » - 

EZ 8 REM » NEW ATARI USER - APR 1993 

AY 10 REM 


KZ 20 DIM Y$Cl>:RESET=500:LOOKUP=600:KEV= 
700:INKCY"000 

EO 21 DIM Q$(36),A1$(12),A2$(12),A3$(12) 

JL 30 ? "N***MUlTIPLE CHOICE QUIZ-“ 

RF 32 ? :? “ -PRESS ANY KEY TO STAR 

T" 

AB 40 GOSUB KEY 

JM S0 READ 0$ s IF 0$r"XXX" THEN ? "N****[»E 


Mf OUE 


MF 52 READ A 1 $,A?$,A3$,V,T 

jj 60 ? :? a$}“?":? i? "1. M ;Al 

$:» :? “21 A2S: ? :? “3. "IA3$ 

OK 61 POSITION 34.0:? "»»««**••• 

OJ 62 POSITION 22.1:? “TIME TO RUN ■ ■" 

PU 63 POSITION 34.2J? 

CC 64 GOSUB RESET 
OL 110 GOSUB LOOKUP 

RO 115 IF SCOT I HEN ? “SORRY THERE IS NO 
MORE TIME“:GO T 0 137 
MQ 120 GOSUB INKEY 
RT 125 IF IN-0 THEN 110 

TO 130 IF IN-V THEN ? "Ml i l DONE THAT IS 
CORRECT":GOTO 140 

FB 135 * "SORRY THAT ANSMFR MAS NOT COR 
RECT" 

01 137 ? "THE RIGHT AN SMC R MAS NUMBIR “;Y 
YA 140 •> "PRESS ANY Kl V TOR I HI NIKI OUI 


IION":GO T O 40 

MG 49? REM «**» RESET TIMERS 

YB 500 POKE 20.O:POKE 19,0:POKE 18,0:RETU 

RN 

GM 550 GOSUB 700:GOSUB BOO:GOIO 550 
XV 599 REM *•*»* I OOKUP TIEN 

MN 600 JIF=PEEK (18)«65536«PEEK (19)*2S6*PE 
EK(20) 

LF 610 SEC = INT <0.5* (JIF/50)) 

CD 620 IF SECOSEC01D 1 HEN POSITION 35.1: 
? " ":POSITION 36.1!? CT-SEC):POSITI 

ON 2.17:SECOLDrSEC 
ZI 630 RETURN 

LL 699 REM GET A KEYPRESS 

IF 700 OPEN m . 4.0,"K : “: GET U1.K:CL0SE Til 
:RETURN 

FG 799 REM «*« KEYBOARD NUMBER INPUT 
SM BOB KEYP-PEI'K (764) : IF KEYP-255 THEN IN 
=0:RETURN 

TC B01 IF KCYP=31 THEN INrl 
TP 802 IF KEYP=30 THEN INr2 
XJ 803 IE KEVP=76 THEN IN = J 
XK B10 POKE 764.2S5:RETURN 

CJ 999 REM »»NN DATA (FORMAT) ««»N O 

UESTION. CHOICE 1, CHOICE 2, CHOICE!, CO 
RRLCT ANSMER NO, TIME At LOMED (SECS) 

VE 1001 DATA HOM Ol D IS PAGE 6 (NIM ATARI 
USER),10 YEARS,8 YEARS,5 YEARS,1,12 
YU 1002 DATA MHO I MAS THE 1ST PAGE 6 TYPE 
-IN GAME.ASTEROIDS,PACKMAN.VULTURES,3. 
12 

BY 1003 DATA MMICH IS THE BEST COMPUTER,A 
TAN1.COMMODORE.OINI H, I, 12 
GK 2000 DATA XXX 


THE QUIZ 

I will not go through the whole program line by line as it is 
only designed as a vehicle for the timer demonstration, but 
here are a few notes for anyone who would like to take the 
advice Ed Mall gave In the last Issue. Go ahead and change It. 
polish It or even mutate It to an unrecognisable perfection. 

First you will Ihid that there are only three simple questions 
In this quiz. It Is very easy to expand the scope however as the 
questions and answers are all contained In data statements 
starting at line 1001. Hie data format Is: 

Question, Choice 1, Choice 2. Choice 3. Number of the correct 

answer. Number of seconds allowed for answering 

The data should lx* strung together separated by commas but 
no spaces, and you can go on adding as many as you like 
(within the memory of your computer!. On my 800XL I esti 
mate there Is room for about 400 questions. If you want to set 
up sets of specialist questions you could type data files and 
LIST them to disk or LIST "C:" to cassette. These could then be 
ENTERED and used with the same fundamental quiz program 
(Lines I to 810). If you do this make certain that all your data 
sets have the same line numbers, then each set when loaded 
will completely overwrite any set used earlier. If you have a 
disk drive it would be quite easy to have several sets of data on 
one disk and add a couple of lines early in the quiz program to 
give a choice of quiz subjects before you start. You must leave 
the last line of data (2000) Intact as the program recognises 
the XXX data as the end of the game and exits (Line 50) with a 
message. Otherwise you will get an error message when the 
program runs out of data. 

Just one caution with the questions and answers. I have 
allowed 36 characters (including spaces) for each question and 
12 for each answer. If you find this too restrictive you can 



change the DIM settings in line 21. hilt remember that the 
Atari screen is only 40 characters wide (38 If you do not reset 
the left margin) and If you go beyond this you will have to be 
careful that the question does not end up with a word broken 
between two lines. 

There are several other enhancements you could make to 
improve the visual appeal of the game with colour and maybe 
using other graphic modes. You could add some sound effects 
and keep a score table showing how many questions were 
answered correctly and how long they took. I will leave It to 
your imagination - get your encyclopedias out!! If you create a 
masterpiece I would very much like to see a copy. 

You can write to me Ian Finlayson at 
60 Roundstone Crescent, 

East Preston. 

West Sussex 
BN16 1DQ 
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CALCULATOR 


H ands up all you 8 bit Atari users who think you arc a 
hit of a darts player. Keep your hands up If. like me. 

I he biggest chore In playing the game Is actually de¬ 
ducting the score off the total and working out whether 163 Is 
a possible finish or not? Well If that’s the case this program 
could be the solution to your problems. Not only does It keep 
track of up to a maximum of 10 players scores, but also 
displays possible finishes automatically (although actually gel 
ling such finishes Is a totally different story!). 

GET TYPING! 

Type In the liaslc listing and save It In the usual way. When 
you run the program you are presented with a title screen that 
vaguely resembles three darts and a prompt to press any key. 
You are then required to enter the lyjH- of darts game you 
want. Enter "I" for the standard three legs wins a set format, 
or ”2" lo select a straight forward number of games went 
format. After Inputting the number of players playing and their 
names you are then prompted to choose which player will 
throw first. This Is achieved by pressing the SELECT key until 
the appropriate player Is highlighted and then pressing START. 
If the cursor reaches the bottom of the list without a player 
being chosen ll automatically returns to the top of the list and 
the process Is repeated again. 

TO THE OCHE! 

Using the program Is simply a ease* of throwing the darts and 
entering the scores until someone actually finishes. As a side¬ 
line a mini table of results is displayed at the bottom of the 
screen showing each players current score, their highest score 
of both the match and the leg. and then cither the number of 
games won by each player or the number of sets and legs won 
depending upon the match formal chosen at the start. 

Upon finishing the player is asked to enter the number of 
darts used to finish. Tills is not the total number of darts used 
throughout the leg. Just the number used in the last turn (i.c. 

1.2 or 3). You are then presented with the main results table 
showing the winners results as compared with the best results 
obtained during the match and who achieved these feats. 

Most of these statistics, like finishing score and number of 
darts to check out in. are fairly self explanatory, however the 
lowest score only registers if you have to get a score greater 
than 100. This is because of the fact that if someone finishes 
on two then this would be recorded as the lowest score even 
though no higher score was possible. Furthermore the "aver¬ 
age score" refers to a players average when that person re- 


Richard Welsh presents a 
simple program that proves 
to be surprisingly useful for 
those who like to throw the 
odd arrow or two 


PRCD 

YOUR SCORE IS 137 
HR AT DZD YOU SCORE T 
FINISH |T1S Tie Die 


HAHE 

SCORE 

R2?Sm| !!2S" 

'HU 

FRED 

BILL 

12? 

i*2 | 15S 

: : 


quires a score greater than 100 and is trying lo sc ore as highly 
as possible, whereas the true average" reflects every score- 
obtained. and how finishing affected this average. In my case- 
due to bust scores and frequently having to finish on double- 
one differences are significant between these two statistic s. 


HARD COPY 

The results table can lx- printed out by pressing P*. however 
as the Atari 1029 cannot print c ontrol charac ters very easily 
the border to the table is transformed from these control 
characters to asterisks. 

Alternatively pressing T will display each players individual 
results for highest and lowest scores, along with I he two 
average score statistics for the last leg. results which can also 
be printed out by pressing P". 

Pressing any other key whilst on the main results table will 
start the next game, with the computer automatically calculat¬ 
ing who is to throw first and prompting them to enter their 
score. 
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CALCULATOR 


FR 2 REM IS ADVANCED DARTS CALCUALTOB U 

of 3 BEM n by Richard weish a 

SF 4 BEM a-n 

OM 5 REM W NEW ATARI USER - APR 19*3 IS 

cm b rem mrn»mmw«« i ii i iim i »m i »umimm»wummn 

NM 7 BEM 

YN 10 DIM A$ C80) ,B $ C 8) ,C$ <11) , D $ C 8 ) ,15(81 
,F$C8),G$C8>.H$C8),I$<8),J$C1).K$C10) 
OH 20 DIM CC10I.EC10),1110).J(10>.HC10),M 
C10) , R <1 01 , II C 18) , X ( 10) .SET (101 
UG 30 GRAPHICS 8:SETC0L0R 2,0,0:COLOR 1 
EC 40 POKE 16 ,64:POKE S3774.64:POKE 752,1 
LE 58 ? ” ADVANCED DARTS CALCULAT OB" 

HR 60 7 :? •' BY RICHARD WELSH."; 

OZ 70 GOSUB 1420 
PB 90 GOSUB 2230 

IY 100 GRAPHICS 0:SE T COLOR 2,0.0 
NR 110 POKE 752,1:P=0:0=0:S=99:L=0:G=100: 
T=0:V=0:GAME = 0{TH-0:POKE 16.64:P0KE 53 
774,64 

RO 115 REM LINE 120 USE MI1U4AH ESC CTRL 
TAB, ESC SHIFT TAB AND 

ESC CTRL ♦ 

fi 120 ? "D a a a □ o 

NJ 140 GOSUB 1770 
IL 150 TRAP 1100 
MM 160 GOSUB 1840 
RM 170 7 

RV 100 GOSUB 2100 
QE 190 0 = L*1 

KR 200 POSITION 17,0:7 A*C1♦0"CB-ll,8«0)J 
: POSIT I ON 10,217 ** YOUR SCORE IS "JCCI 
1 

VH 210 IF C CB)<171 THEN GOSUB 2300 
NZ 220 TRAP 1070:POSITION 10.4:7 "WHAT DI 
D YOU SCORE 

IC 230 IF C CB1<100 THEN POSITION 29,4:7 " 
©♦♦"J 

KH 240 INPUT D 

HZ 245 REM LINE 250 USE ESC CTRL 2, AND 
HTPT .1-X.f3 CTRL DELETE BK SP 
MW 250 IF D> 100 OR D<0 THE if POSITION 29.4 
17 ••LUUUUi**) 1GOTO 240 
BH 270 IF CCB)-D<0 OR CCB)~D=1 THEN 7 :7 
•U SORRY YOU’VE BUST ”:FOR 

DEL- I TO 500:NEXT DEL:GO T O 355 
HC 280 IF O <D THEN 0=D:F$=ASC1*0"CB-11.0« 
B) 

SA 290 IF CCB)>1O0 THEN GOSUB 2020 
MF 300 IF C(B)<100 THEN GOSUB 2070 
Bl 310 IF HCBXD THEN HC0)=D 
CP 320 IF ICBXD THEN IC0>=» 

NC 330 CCB)=CCB)-D 
MM 340 UCB)=UCB>«D 
KY 350 IF C<B>=0 THEN GOTO 420 
PD 351 GOTO 360 

110 355 IF C (B) >100 THEN XCB1=XCB>*1 

LC 360 R CB)=R CB) ♦ 3 

NK 370 B = B* 1 

RR 380 IF B> A THEN B=1 

RS 390 7 ’’X’’ 

RI 400 GOSUB 2100 
LV 410 GOTO 200 

AA 420 POSITION 1.22:7 "HOM MANY DARTS DI 
D YOU FINISH IN 
TN 430 GOSUB 2230 

EM 440 IF Z <49 OR Z>51 THEN POSITION 35.2 
2:7 "ff'itOTO 420 
FL 450 RCB)=RCB)*Z-48:7 "X" 

HT 460 POKE 82.0 

LR 470 POSITION 0,0:7 " / 


UU 480 ? "H WINNER OF THE GAME 

H"; 

NX 490 7 ”1 V 

-/I"; 

YV 500 7 "|/ | 

\l"; 

AO 510 7 ”|| IWINNERl 


VR 

EST 

520 

? 

II"; 

• •II 

OC 

530 


II"; 

"II Finishin9 score 

VV 

540 

•» 

II"; 

• •II 

ZD 

550 

7 

II"; 

"II Mi-score in ley 

VZ 

560 

7 

II"; 

"II 

XK 

570 

7 

II"; 

"II Lowest score 

WD 

500 

1 

II"; 

"II 

IJ 

590 

* 

II"; 

VO 

600 

7 

II"; 

••II 

GF 

610 

7 

II"; 

"II True aver49* 


11-3 

VS 620 7 ”|| 

11-3 

DR 630 7 "|| NUHbi 


H-3 

OE 640 7 "|| to Chech out 

11-3 

XV 650 7 "IN 

✓ I-I 

DC 660 7 "1/ ' 


SK 670 7 "|| 

PV II"; 

ER 600 7 "H 

A M"J 

KG 690 7 " | 

UE I " J 

RH 700 7 " \_ 


PRESS ’P* FOR A HARD CO 


ANY OTHER KEY TO CONTIN 


TZ 710 IF PCD THEN P=B:ES=A$Cl♦0NCB-1>.8" 

B) 

IN 720 IF S>R CB) THEN S = RCBl :GS = A$C1»8«CB 
-1>,0NB> 

Cl 730 IF V<UC0)«3/RCB) THEN V=UCB)NJ/R(B 
1:I$=A$Cl*8«CB-i>,8«B) 

LX 740 IF D>100 THEN GOSUB 2070 

FB 750 POSITION 26.1:7 A$C1*8"CB-11.B«0> 

BB 760 POSITION 21,6:7 D 

NS 770 POSITION 26,6:7 P 

GL 700 POSITION 30,6:7 ES 

CS 790 POSITION 21,8:7 I(B) 

PI 800 POSITION 26,8:7 0 

IB 010 POSITION 30.8:7 F$ 

TV 020 POSITION 21.10:7 ECB) 

ST 830 POSITION 26,10:7 G 
TF 840 POSITION 30,10:7 D$ 

VZ 050 POSITION 21,12:7 INICMCB)/XCB)•0.5 

> 

CT 860 POSITION 26,12:7 INTCT40.5) 

YF 870 POSITION 30.12:7 H$ 

TX 880 POSITION 21.14 :* INTC3*UCB)/RCB )* 0 
.51 

GJ 890 POSITION 26,14:7 INTCV«0.S) 

ZY 900 POSITION 30,14:7 IS 
IY 910 POSITION 21,16:7 R CB) 

continued < 













CALCULATOR 


HA 920 POSITION 26,16:? S 
Cl 930 POSITION 30.16:? G$; 

TU 940 GOSUB 2230 

RA 950 IF Z-7 3 THEN GOSUB 1270:G0I0 460 
JG 960 IF Z = 80 THEN GOSUB 1110:GOTO 460 
SK 970 POKE 02,2:0=0 

HP 980 IF GAME =2 THEN J(B)=J(B)*I 
ZI 990 IF GAME = 1 THEN GOSUB 2260 
ET 1000 FOR F=1 TO A 

NG 1010 I(FJ=0:C(F)=501:R(F)=0:E(F)=1B0 

:M(I)-0:U(F)=0:X(F)=0 
DO 1020 NEXT F 
MC 1030 L=L*1 
SI 1040 IF L = A THEN L=0 
ON 1050 GOTO 170 

SN 1060 REM 14:M<1:» 11 
ZM 1070 POSITION 30, 4:^ "LUKKUKI** 

GB 1080 POSITION 2.6:? "£n£SIS3fi<ai4:» 

L'l'hM-H'LH 

PC 1090 GOTO 270 


ZG 1420 FOR 0:0 TO 2 
UD 1430 A-0:B--17;C = 25:D = 14 

JF 1440 RESTORE 1540♦ (1O*A) :PI OT B.C*(0 


KR 1450 
NY 1460 
JM 1470 
LG 1480 

(0*50) 


FOR X = 1 TO D 

READ E,F :DRAMT O E.F*(O*50) 
NEXT X 

PLOT 24.75*(Q"50):DRAMTO 90.25* 


(iltH 


MS 1100 ? :? "*Lf:? :? :? " l iH 

KD2KEI1!I1 M :G0T0 150 
SC 1110 REM IdJOBlIIM'lAlflnU] 
PC 1120 TRAP 1260 
KT 1130 OPEN HI,8,B,"P:" 

PA 1140 PRINT Ml:PRINT Ml 
AZ 1150 FOR Y1:0 TO 19 


HU 1490 A=A*1:IF A=3 THEN GOSUB 1500:GO 
TO 1520 

EC 1500 IF A=1 THEN 8 = 24:C = 21:D = 9:GOT 0 

1440 

LO 1510 IF A=2 THEN C=29:G0T0 1440 
IP 1520 NEXT O 
AS 1530 RETURN 

RG 1540 DATA 21,21,123.21.144.17.707,17,2 
22.19,231.23,290,25.231,27,222,31,207. 
33.144.33.123,29.21.29,17,25 
EC 1550 DATA 27,15,30,11,36,7.42.5.60,5,6 
6,7.72.9.78,11.90.20 

LU 1560 DATA 27,35.30.39,36.43,42.45.60,4 
5.66.43.72,41.70,39.90,30 


PV 1160 PRINT Ml?" "J 

FO 1170 FOR Xi=0 TO 39 

AN 1180 LOCATE XI,VI,CHAR 

UF 1190 IF CHAR>122 OR CNAR<32 THEN C 

HAR=42 

XO 1200 PRINT MlJ CNRS(CHAR); 

JJ 1210 NEXT XI 

XA 1270 PRINT Ml 

IM 1230 NEXT Y1 

MZ 1240 CLOSE Ml 

AS 1250 RETURN 

GG 1260 POSITION 8,21:? 

**: FOR 0EL = 1 TO 300: NEXT OE 

L:GOTO 1240 
UM 1270 REM 
FM 1780 FOR F=1 TO A 

FT 1290 POSITION 5,1:? ’’NAME OF PLAYER 
- ";A$(1*0«(F-1),0»F)J" 

AG 1300 POSITION 10,3:? " "5P0SITI0N 10 
,4:? ” I STATIST ICS""POSITION 18 

,51? " " 

El 1318 POSITION 2.6:? " 

| ":POSITION 10,7:? 

00 00 

AC 1320 POSITION 10.8:? •• I 

*♦♦**♦♦♦••; 1(F) : pos i t ion 10,9:? •• 

TU 1330 POSITION 18.10:? " I 

jECFI : POSITION 10.11:? 

00 00 

08 1340 POSITION 10,12:? '* I 

*««««**•";XNT(MCF)/X(F)*O.S>:PO 
SIT ION 18.13:? " " 

KU 1350 POSITION 10,14:? •• I 

J 1NT ( 3*U (F)/R(F)*0.5) : 
POSITION 10,15:? ” " 

TJ 1360 POSITION 2,16:? " 

| ••: POSITION 2,17: 

7 •• •• 

JF 1370 POSITION 18.18:? ** '^POSITION 0 
,2i:? •• 

EY 1380 G0SU8 2230:IF Z=80 THEN GOSUB 1 
110:GOT 0 1290 
EP 1390 NEXT F 
AH 1400 RETURN 
CC 1410 REM iHmcEm 




NAME OF PLAYER 


ON 1570 REM mifflllmfLlJ 
EP 1500 X=139:Y=25*(0*50) 
HO 1505 REM 


GI 1590 IF 0=0 THEN KS=" PRESS ANY" 

OM 1600 IF 0=1 THEN KS=" KEY TO » 

KM 1610 IF 0=2 THEN K$=" CONTINUE " 

JO 1670 P=PEEK(00)*250«PEEK(09):D=(X/0)♦( 
Y-4)*40 
MC 1030 L=P*D 
HM 1640 FOR CHAR:1 TO 10 
VI 1650 J$=K$CCHAR,CHAR):A=ASC(J$) 

OH 1660 IF A>127 THEN 0=A-12B 

EO 1670 IF A>31 AND A<96 THEN 0=032:60 


TO 1690 

GN 1680 IF A<32 THEN A=A*64 
YD 1690 C =57344« A*8 

IU 1700 FOR 0YTE=0 TO 7 

CO 1710 POKE L *BYTE*40.PEEK(C*BYTE) 

HI 1770 NEXT BYTE 

AC 1730 L =L♦1 

IV 1740 NEXT CHAR 

BC 1750 RETURN _ 

oo 1760 rem 

MM 1770 POSITION 3,12:? "MHAT GAME FORMAT 
DO YOU MONT TO USE":POSITION 0,14:? " 
(1) LEGS AND SETS" 

ZA 1700 POSITION 0.16:? "(2) NUMBER OF GO 
MES MON" 

BO 1790 GOSUB 2230 

KY 1000 IF Z<49 OR Z>50 THEN ? "UN":GOTO 
1770 

LN 1010 GAME=Z~40:? "*" 

AM 1020 RE 1 URN _ 

GA 1030 REM 


UR 1040 POSITION 2,1:? " HOM MANY PLAYERS 
ORE THERE ":POSITION 31.1:? "1**";:IN 
PUT A 

MM 1850 IF A>10 THEN GOTO 1100 

AG 1860 AS Cl>=" ....... 

EO 1870 FOR 0=1 TO A 

LZ 1080 POSITION 20,3:? "IUUIUKJ" : POS 
ITION 4,3:? "ENTER NAME OF PLAYER ";0; 
" "J:INPUT B$ 

DM 1890 AS(1*0*(B-1) ,8*B)=B$:C (B)=50l:H 

(B)=0:I (B)=0:J(B)=0:R(B)=0:E(B)=180:M( 
0)=0:U(B1:0:X(B)=0:SET(B>=0 
QN 1900 POSITION 0,10*0:? AS ( 1*8*(B-1) , 
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CL 1910 NEXT B 

CM 1920 POSITION 3.1:? •• 

":IF 0 = 1 THEN L = 0: RE 

TURN 

OD 1930 POSITION 2,3:? "ENTER THE PLOYER 
MHO MILL THROM FIRST":? " PRESS 

TO MOVE DOMN O ROM " 

xv 1940 ? :? •• oNo nnai to select the 

PLOVER" 

RF 1950 IF L=0 THEN L=0:TH=0 

PN 1960 FOR 00=1 TO 8:L0C0TE 2*00.11*1.BB 
:BB=BB*128:POSITION 7*00.11*L:? CHR$(B 
B>:NEXT 00 

MY 1970 FOR DEL = 1 TO 30:NEXT DEL 
DR 1980 IF PEEK (532791=5 THEN POSITION 8, 
11*L:? 0$<1»8«L,8*CL*11>:L=L«l:TH=L:GO 
TO 1950 

2N 1990 IF PEEK<532791=0 THEN RETURN 
UT 2000 GOTO 1980 

DH 2020 IF E <81>D THEN E<B1=D 
UX 2030 IF G>E <B) THEN G=E<B) t••=OSC1*0»< 
B-ll ,8**B> 

GR 2040 M<B1=M<B> ?0:X <B1=X<B>♦! 


2360 IF C CBl=0 THEN POSITION 11.6:? "F 

INISH :";C$:N=163 

2370 IF C (B1> O THEN N = 163 

2380 N=N*1 

2390 IF N:164 THEN RETURN 
2400 GOTO 2350 

2410 DOTO 170.T20 T20 S0.167.T2O T19 5 

0,164,T 20 T18 50,161,T20 T17 50.160,12 

0 T 20 D20,158,T20 T20 D19 

2420 DOTO 157.T20 T19 D20,156,T70 T20 

DIB,155,T 20 T19 D19.154.T20 TIB D20.15 

3,T20 T19 DIB,152,T20 T20 Dlb 

2430 DOTO 151,T20 T17 D17,150,T20 TIB 

DIB,149,T 20 T19 D16.148.T20 T16 D70.14 

7,T 20 T17 DIB,146,T 20 TIB D16 

2440 DOTO 145.T70 T15 D20.144.T20 170 

D12.143.T20 T17 Dlb,142,120 T14 D70.14 

1.T20 T19 D12.140,170 T20 D10 

2450 DOTO 139,T70 T13 D70.1J8.T70 118 

012.137.T19 T16 016,136,170 120 D8.13S 

,T 20 T15 D15,134,T20 T14 D16 

2460 DOTO 133,T20 T19 D8.137.T70 116 D 

12,131,120 T13 Dlb.130.120 TIB D8.129, 


HICK FOR OVFROGE SCOP 


FR 2060 REM ! 

BN 7070 IF T <M<B)/X <B) THEN T=MCB>/XCB>:H 
$ = 0$<1»0M<B-1> , B**B> 

OY 2080 RETURN 
OE 2090 REH 

El 2100 POSITION 2.81? "» i . 


ED 2110 ? •• | NOME I SCORE | HIGH | HIGH | 
GOMES|" 

MZ 2120 IF GOME = 1 THEN POSITION 32,9l? "S 
ETS •• 

NG 2130 ? "| | | MOTCHl LEG | 

I" 

UK 2140 IF GOMC=l THEN POSITION 32,10:? " 
LEGS" 

YZ 2150 ? " h— ♦ 4 4 > 


FO 2160 FOR F=1 TO O 

TB 2170 POSITION 2,ll*Fl? "|"J 0$ <1*0N<F 
-1>,0WI| M | "J C CFl ; " 11 "JH<F>J"M 
Ilf>l M M J<Fl j"M"i 
MM 21B0 IF GOME =1 THEN ? •♦♦"JS 

ET<F1J"»F* ,, JJ<FI1"M M I 

EM 2190 NEXT F 

HI 2700 ? I? "*■ * * » 


OH 7210 RETURN 


PM 2220 
GF 2230 
UC 2235 


00 2240 
RY 2250 


PRESS ONY KEY TO CONTINUE 


POKE 764.255 
OPEN tt2.4.0."K 

RETURN 

REM ITTi1:l»IT|« 


5 GET tt2 . Z : CLOSE H 


LE 2260 JCB)=JCB>«1 


JO 2270 
R F = 1 
GOSUB 
8 C 2280 
IS 22B5 
CO 2286 
MO 2290 
MC 2300 
LR 2310 
DD 2320 
HZ 2330 
UG 2340 
RM 2350 


IF JCB>=3 THEN SETCB>=SET<B>«1:FO 
TO O:J <F> =•:NEXT F:L = TH:TH=TH*l: 
2285 
RETURN 

IF TH=0 THEN TH=0 
RETURN 


RESTORE 2410:N=1 

IF C <B1<139 THEN RESTORE 2450 
IF C(B» <104 THEN RESTORE 2510 
IF C <B) <60 THEN RESTORE 2560 
IF CCBX28 THEN RESTORE 2590 
REOD O.CS 


EG 2470 DOTO 127.T70 T17 DB.176.T19 Til D 
18,125,T20 T19 D4.124.T20 T16 D8,123,1 
20 T13 D17.127.T1B TIB D16 
IP 2480 DOTO 121,119 116 DS.170.T70 70 D7 
0.119.170 19 D70.118.T20 IB D70.117.T1 
9 70 020,116,170 70 DIB 
LH 2490 DOTO 115.170 15 D20.114.T70 14 D7 
0.113.170 13 070,112,120 17 D70.lll.ll 
7 20 020.110,170 18 D16 
OJ 2500 DOTO 109,120 17 D16.108.T70 16 01 

6.107.119 10 D70.106.T20 14 016.105,12 
0 13 016,104.118 IB D16 

JS 7510 DO1O 103,T17 20 D16.107,120 10 D1 
6,101,117 10 0 20,100.T 20 070.99,119 10 
D16.9B.T20 D19,97,T19 D70 
VH 7520 DOTO 96.170 018.95.T19 019.94.TIB 
D70,93,T19 DIO.97.170 D16.91.ll/ 070, 
90.TIB 018,89,119 D16.BB.116 D20 
NF 7530 DOTO 87,117 018,86.TIB D16.B5.T15 
020.84,170 012.83,117 016.87,50 016.8 

1.119 012.80.T70 010.79,113 D20 

ZM 2540 DOTO 78.118 D12.77.T15 016,76,170 
D8.75.T13 018,74,114 016,73,T19 08,72 
,T16 012.71.Til 016.70.110 D20 
CG 2550 DOTO 69.Til 018,68,T20 04,67,117 
D8,66,110 018,65,11? 04,64,116 Di|,6J,T 
13 012,62,114 010,61,115 D8 
XE 2560 DOTO 60.20 020,59,19 070.58,18 07 
0.57.17 020.56,16 D20.S5.15 020.54,14 
020.53,13 020.57,70 Dlb.51,19 016 
FZ 2570 DOTO 50.18 016,49.17 D16.48.16 D1 
6,47.15 016,46.14 016.45,13 016,44,12 
016,43,11 016,42,10 016,41,9 016 
ZO 2500 DOTO 40,020,39,7 016,38.OI 9.37,5 
016,36.010.35.3 016,34,017,33.1 016,32 
,016.31,15 08,30,015,29.13 08 
VT 2590 OOTO 28,014,77,11 08,76,013,25,9 
08,24,012,23,7 08.22,011,71,5 08,20.01 
0.19,3 00,18.09.17.1 08.16.08 
00 2600 OOTO 15,7 04.14,07,13,5 D4,17.06, 
11,3 04,10,05.9,1 04,8,04,7,3 07,6.03, 
5.1 02.4.02,3.1 01,7.01 


/V 

V 
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contact... contact... contact... contact 



FOR SALE 


PENPALS/HELP 


WANTED 


rtened and addtrsar* may be omitted with only 
umbers being published. 

CONTACT notice to CONTACT. PAGE 6. P.O. 
ifiord. ST16 1DR. Please write your notice on 
■heet of naner. not •» part of a letter. 


WANTED ... PEN PALS ... ADVICE ... HELP 


RADIO SOFTWARE: Can anyone 
lei me have a disk copy ol the 
Hamlexl RTTY-CW program thai 
w* save me message and holding 
butters to disk Also a copy of Me 
rosott Base and the book The F-sl 
Book ol Machine Language by 
Richard Manst^ld Please ring 
Harry on 0787 493136 


8-BIT SYSTEM: 800X1 65XE 
1050 disk drive I needs repair). 
XC12 tape deck PR Centrorws 
.menace leads. PSUs books 
magazines, over 50 PD disks over 
50 games on tape some on d«sk. 
Paper Clip vrord processor £150 
Call Scon on 081 505 9152 
(London) 


MAGAZINES: Wanted to compete 
collection PAGE 6 magazines 1 to 
19 inclusive, otd Alar. User maga 
Zines vol 1 issues 8 10 12 mclu 
s.ve Mr S Berry 17 Old Pond 
Road Ashford. Kent TN23 POX 
Phone daytime 0233 610014 
evenings 0233 645494 Jusl name 
your price 

SOFTWARE: Old game wanted 
called Groat American Cross 
Country Road Race on disk or cas 
seno Also on disk or cassette 
Bounder by Mchaol A Baxter Call 
Tun on 081 778 7060 altor 6pm 
Mon Fn 


8-BIT SYSTEM: Atari 400 64k 
with typewriter keyboard 410 re 
corder 810 OSk drive (US Ooub 
ler). two joysticks 150 disks m 
lockable holder, over 500 games 
many boxed, many Alan tutor 
books magazines inc Page 6 
issues 2 to 59. 16 US mags and 
many others Cost over C500, 
accept C150 o n o H Langston tel 
061 442 6049 


MAGAZINES AmencarvC anaWan 
ANALOG and ANTIC magazines 
for sale ANALOG from Aug 85 to 
Jan 87 AN TIC horn Jan 83 to Jan 
87 Otters Please contact Vc on 
0602 253644 


XE SYSTEM 130XE with 1050 
drive 1010 tape deck, pystick etc 
£120ono Also loads ot games 
and uW*ie* on dak from 50p each 
Sendsae lor hst John Staton 
Farm Elmham. Dereham NR20 
5MM Te< 0362 668245 


XL SYSTEM: At an 800X1 1050 
disk dove (with Stage 2 conver 


XE SYSTEM: 130XE. 1050disk 
drive. |Oystick, all boxed, m excel 
lent condition with manuals power 
supplies cables Miner ROM. 

Cl25 Xetec primer interface £20 
Origin,il boxed software Mmi 
Od>ce II. Rescue on Fraclutos and 
BaHbUzer. £5 oach Tel Jim on 
0652 656446 after 6 pm 


gmal packing £170 tel 0625 
420782 


ISRAEL: 8 bit Alan programmer 
looking lor other serious program 
mer to exchange -nto' tips Write to 
N.r Darey.POB 6002 Acco 
Israel 3720 


XL SYSTEM: 800X1 with d*k 


dm. reviews letters and hetpfut 
mfo tor a* 8 BIT owners Thetksk 
•s Ml of games demos utilities 
Send your request to TWAUG 
PO Box 8 WaMend Tyne* 
Wear NE28 600 


ADVENTURERS: Atler reading 
John White s sonos on writing 
.idventuro gamer. I present my 
lust advomuro ’The Cave - wnflen 
m Turbo Basic If you world l*e a 
copy tree ol charge then please 
send a disk, complete with return 
postage to Mr John Foskett. 26 
Auckland Road Kingston upon 
Thames Surrey KT1 38G 


HELP: Wo own an 800X1 and an 
XMM801 printer Has anyone got a 
copy ol Pnnlshop and related 


word processing Otters pieaso 
Tel 021 354 5613 (Birmingham 


Translator disk they are prepared 
10 sell or swap? P Bramloy. 15 
Par Sloe St'oel Bundaborg. 
Queensland Australia 4670 


XE SYSTEM: 800X1 1050 cks* 
dnve. 1010 tape deck. Touch Tab 
ler and Alan A/Ml software Bar 
gam af £1100 no Phone Peter 
0203 691392 

TAPE SYSTEM Atari 65XE with 
XC12 datacordor plus 3 foysheks. 

19 Page 6 magazines over £150 
worth of oames Otters Ca* David 
Fare on 0492 596109 

VARIOUS: 800X1 65XE 1010 
data recorder 410 data recorder 
working but no power pock two 
joysticks 822 printer with 2 rods of 
paper ROMs tapes, books and 
leads No spirts Buyer collects or 
pays postage C100 ihe lot Tel 
0304 612716 (Sandwich) 

VARIOUS: 800X1 (needs transfer 
mer) 1010 <ksk dnve plus BW 
portable £100ono PAGE 6 
Issue 7 to 60 £50 Pago 6 issue 
disks 28 to 60 £30 leaderboard 
Atari Smash Hits 1 Red Rat 4 star 
compilation Transosk tV. C4 each 
Various other dsks Buyer cortects 
Ring Outlm 8484300 

HARDWARE: 800X1 for sale £30 
1010 cassette recorder. £10 2 
Alan (Oysteks. £8 or £3 each AB 
With loads but a* unboxed One 
joystick * slightly faulty but hxaWo 
Write to Ncky Bason 209b Har 
lesden Road Wrftesden London 
NWI0 3SD Buyer collects 

GAME SYSTEM. Atari XE console 
with keyboard and kght (^m leads 
power supply, instruction book with 
ROM cartridges Tenn* Caverns 
of Mars Joust. Donkey Kong. De 
fender Bug Hum £45 Tel 0827 
285748 


HELP: Can anyone supply mo wrth 
somo instructions lor the Wizard 
Adventure Croalor (PAGE 6 Disk 
• 128) as I |usl cant work oul how 
to use 4 rt anyone can help please 
write 10 Kevin Cooko. 36 Budtfo 
lane Si Thomas. E lotur. Devon 

TRANSDISK Has anyone made a 
list o« the games that are not on 
the Transd.sk hst bul can still be 
transferred? If you can help please 
write 10 Kevin Cooke 36 Buddie 
Lane. Si Thomas. Exeler. Dovon 


EXCHANGE: Wjllmg lo swap an 
excetorn condition XM301 modom 
lor the Tan Taft or any Other otter* 
Wme to N* Darey FOB 6002 
Acco Ivael 3720 


8-BIT SYSTEM: Atari 410 1010 
tape deck, Graph.x AT and Microp 
nnt interlaces Alan Artist with 
Touch 1 ablet. US OouWer with 
Spartados Construcfion Krt books, 
magazines cassettes disks Tel 
John on 0332 361536 alter 6pm 


XE SYSTEM 65XE XC12 ami 
1010 rocorder* manuals 50 
g*"cs 3 ROMs 3,oy»lcks few 
maos we SpM £50 Wrrte lo A 
McNab 132 Fores! Road New 


VARIOUS HARDWARE: Okriata 
Merolno 82A pooler and Xetec m 
terface £50 130XE and non work 
mg 130XE plus Happy 1050 and 
1010, £150. 800X1 and 1050 
(hardly used) with Phonemark cas 
sette. £110. 800XL and non work 
mg 800X1 with Rambit 1010 £30 
Complete Page 6 (issuo 1 to 60) 
all bound otters Complete Atari 
User. 2 vols bound otters 30* 
Analogs otters Selection of soft 
ware with each system and other 
software, manuals and books 
joysticks, paddies and hght pen 
Phone Redhill. Surrey 073 7 
767390 


QUICK!: Contact wanted wlh 
lucky owners ol this excottonl new 
programming language called 
QUICK' to swap knowledge prog 
rams games and anything olso 
you can thmk ol WmetoJ 
Haworth 86 Ashtree Road. Oadby. 
Lees LE2 5TD 


XE WANTED: Atari 130XE work 
mg but power supply no! essen 
t>ai Mahm Beswck 115 Ingram 
Road Hotoeck Leeds lS’1 9RH 
tel 0532 720487 


CONTACT: All 8 OH contacts re 
qui'ed serious and games users 
Friendly correspondent All letter- 
answered Tim Mason 34 Pern 
berton House High Lovel Drive. 
London SE26 6XW 


very good COncMon £120 ono 
Tel Mmckiey (0455) 230696 


STRIP POKER: Anyone got a 
copy Of any Strp Poker game on 
tape or disk lor Alar, XL'XE? 
Please help Tel Leeds 0532 


XL SYSTEM: 800X1 1010 tape 
recorder (requees power supply) 
a> ottier leads aenai t foyshc*. 17 
games on tape couple Atari 
Users £40ono XE SYSTEM 


XE SYSTEM: I30XE 1050 cfcsk 
drive. XC12 cassette recorder 2 
loysbeks. 20 Page 6 magazmes 
games disks aboul 70 blank disks 
about 60. 1050 and Alan 130XE 
owners manual. 30 games cassel 
les Will sell everything for £250 
Buyer lo collect Wrrte lo Mr G E 
Dixon. 46 Stanley Road. Scun 
Ihorpe. ON 15 8AO or phone 0724 
8686 ? 


ST HELP: Help wanted lo make 
my new 520ST work as good as 
my faithful 130XE PD such as 
word processors icons and such 
programs as AlanWnler and Print 
Shop Contact W D-ggms 15 
Edinburgh Place Armley Leeds 
LS12 3RQ 0< phone 0532 796853 


Many games hence £15 o n o 
Contact Paul on (0407) 810184 
Anglesey After 7 pm 


XL SYSTEM: Musi se« due to un 
employment 256k XL (Rev C). 
£45 me postage (have 4 to get nd 
of) Also 1 Meg plus XE £70 me 
postage (have 2 (o sell) tOiO cas 
sette deck £17 inc. postage All m 

excellent condition 50 cassettes 
(approx ). £35 inc . 20 disk games 
(approx ). £30 me All software on 
ginal Contact Mark on 0752 
344650 


XE SYSTEM: 65XE boxed wrth 
XC12 data recorder and |oyst<* 
Also 1050 d*sk dnve works Okay 
but requires a power pack Also 
some books magazines and 
games £80 Tel Leeds 0532 
585498 
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THE ACCESSORY SHOP 

ISSUE 61 


NEW and EXCLUSIVE 

ENIGMATIX! 
HYPNOTIC LAND 

THE TENTH ANNIVERSARY DEMO DISK 

Check out inside front cover and page 5 for full details 




V\ hill can you say? Surely one »f 
the all lime arcade classics Ihul 
should be in everyone's collec¬ 
tion. A came that can he played 
by adults and children alike with 
equal fascination. Very few of 
these ROMs are left now and 
your collection is not complete 
Without this all time classic. Soon 
it will be none forever. 

ROM CARTRIDGE 
Originally £12.95 

OUR PRICE £6.95 




A unique battle combining elements 
of fantasy with the strategy of the 
«hesshoard. A our men represent the 
fc»rces of good and evil and when they 
each occupy the same square the 
hoard bursts into life wilh banshees, 
goblins and sorceresses. They cast 
spells, throw flames, even take on 
each other's shapes and characteris¬ 
tics. You can pla> the l ight or the 
Dark either alone or wilh another 
player. A totally unique game. 

ROM CARTRIDGE 
Originally £14.95 

OUR PRICE £7.95 



Some cables are quite difficult to find but we stock most ot 
those needed tor the XL/XE or the ATARI ST. Check to see if 
the cable you need is here 


XL'XE 1 METRE SERIAL CABLE 
850 INTERFACE TO ST 
XL'XE TO MONO MONITOR 
XLXE TOSCART 
XL/XE TO COMPOSITE VIOEO 


£8.95 JOYSTICK MOUSE EXTENDER £5.95 

£8.95 2 METRE CENTRONICS CABLE £7.95 

£4.95 3 METRE CENTRONICS CABLE £995 

£5.95 ST TO 850 INTERFACE £8.95 

£ 3.95 ST NULL MODEM CABLE (2m.) £ 8 95 

_ 2 METRE FLOPPY DISK DRIVE £15.95 

L3£3 520ST TO PHIUPS 8533 MONITOR £12.95 

NA 1040ST520STFM TOSCART £12.95 

£4 95 MONO COLOUR SWITCH UNIT £19.95 

£1495 PAIR OF MIDI LEADS £ 8.95 

£16.95 ST TO HITACHI TV £11.95 

£10.95 520ST TO PHILIPS 8833 Mk 2 £11.95 


REPLACEMENT JOYSTICK CABLE N A 1 (MOST 520STFM TO SCANT £12-95 
3 METRE JOYSTICK EXTENSION £4.95 MONO COLOUR SWITCH UNIT £19.95 

CENTRONICS PRINTER EXT. (1 m.) £1435 PAIR OF MIDI LEADS £8.95 

CENTRONICS PRINTER EXT (2 m.) £16.95 ST TO HITACHI TV £11.95 

CENTRONICS PRINTER EXT. (3 m.) £10.95 520ST TO PHILIPS 8833 Mk 2 £11.95 

Our cables are obtained Irom one ol the UK's leading cable manufacturers and 
use the highest quality components. You can pick up cheaper cables else¬ 
where but they often use inferior quality components which may cause loss ot 
data and other problems. Extension leads in particular need to be made to the 
highest specification to ensure integrity of data transfer 


HOW TO ORDER 

When you receive your copy of New Atari User you will find an order form 
enclosed detailing every item available this issue - simply complete and 
return It, we will send you another order form with your goods. If you don't 
have an order form, don't worry, just drop us a line - you don't have to use 
the order form. 

Don't forget you can also telephone your order and pay by credit card - 
just pick up that phone and dial 0785 213928 and your order will be on its 
way within 24 hours 


KENNEDY APPROACH 


One of the most unique simulations ever 
featuring fully authentic speech synthesis 
as you try to control the flight of aircraft 
into sour choice off five airports. A real 
life simulation using 3D graphics this 
will test your concentration, reaction and 
common’sense to the full as you Irv to 
cope with slow planes, fast jets and even 
Concorde in chanping weather and with 
various emergencies. 

Originally £14.95 

OUR PRICE £5.95 


DISK ONLY 


PANZER GRENADIERS 


In this exciting solitaire wargame 
vou make the decisions for a reg¬ 
iment of the elite armoured infan¬ 
try attached to Ihc Pan/er < Grena¬ 
diers. Your forces also include 
mortar, artillery. Pan/er IV. 

Panther and Tiger units. The Rus¬ 
sian enemy Is directed by the com¬ 
puter which will fiercely challenge 
vou with its own complement of 
infantry, tanks and anti-tank guns. 

I hree levels of difficulty, joystick 
control, hi-res graphics. 

Originally £19.95 

OUR PRICE £9.95 


DISK ONLY 


We still have many dust covers in stock but due to massive 
price increases in the cost of our preferred material It is 
doubtful whether we will be able to obtain dust covers of the 
required quality in future. Buy now while you can. 


65XE 

SOLO OUT 

MEGA ST COMPLETE 

SOLOOUT 

400 

£4.95 

MEGA KEYBOARD 

SOLO OUT 

800 

£4.95 

1040STSTE 

£4.95 

800XL 

SOLO OUT 

520STFM/STE 

£4.95 

130XE 

SOLO OUT 

Single SF Drive 

£3.95 

410 OLD Cassette 

SOLO OUT 

Stacked SF Drives 

£4.35 

410 NEW Cassette 

£3.25 

SMI24 Monitor 

£5.95 

1010 Cassette 

£3.25 

SMI25 Monitor 

£5.95 

XC11 Cassette 

£3.25 

SMI224/5 Monitor 

£5.95 

XC12 Cassette 

SOLO OUT 

SMM804 Printer 

£5.95 

810 Disk Drive 

£3.95 

PHILIPS 8533 Monitor £5.95 

1050 Disk Drive 

SOLO OUT 



1020 Printer 

SOLD OUT 

Covers for many other Printers 

1027 Printer 

£4.35 

and Monitors are in stock from 

XMM801 Printer 

£5.95 

C4.95 - please ask tor details- 

Most ol our dust covers are ol translucent (see-through) PVC with piping 
to match the colour of the computer and look particularly attractive but 

later stocks may be of beige colour PVC 



PUBLIC DOMAIN 


The Accessory Shop has the largest and best selection of 
PUBLIC DOMAIN and SHAREWARE DISKS available for the 
Atari Classic. You will find the latest updates enclosed with 
every issue of New Atari User. Treat yourself to some 
stunning programs at minimal cost 



















GAMES 


TRIVIAL PI 

JRSUIT 


1 he classic hoard game translated to the 
Atari with added question power. Now you 
can answer questions presented with music 
and graphics as well as straight text. An 
ideal family game or one you can pla> on 
your own. Oser 3.fMMI questions and all the 
mechanics of the game taken care of by th« 
computer. Trivia has never been so much 
fun and has never been available before at 
■ his nriee! 

DISK ONLY 

c 

> 

Originally £14.95 

BOLD OUT 


SPEED HAWK ICRUMBLE’S CRISIS 


One ol Atari s last games tor the 8-blt 
can now be youra at budget price! A 
smoothly scrolling arcade game In 
which you must defend the ring worlds 
ot your solar system Irom pirates. 

CASSETTE ONI.Y 
Originally £8.95 

OUR PRICE £2.95 


STAR RAIDERS II 


The original Star Raider* updated 
with better graphic* and sound. A 
great follow up to on all time clas¬ 
sic that set new standards 
ROM < AKI KIIX.K 
A formally £14.95 

OUR PRICE £7.95 


Captain Crumble Is a unique English 
creation will warm your heart too as h 
rushes around trying to round up the 
Fumes who have escaped from the 
Inter-galactic zoo 

DISK ONLY 
Originally £9.95 

SOLD OUT 


BLUE MAX 


Everyone must have heard of this 
World War Two 3-D flying game. 
We no longer have the ROM car¬ 
tridge but this classic can be 
yours on disk for a lowly sum 
DISK ONLY 

OUR PRICE £2.95 


SUN STAR I SPINDIZZY 


The Sun Star Is the fastest and 
most powerful craft ever built and 
you must pilot It to recover crys¬ 
tals from the solar grid. A slightly 
different arcade game. 

DISK ONI.Y 

OUR PRICE £2.95 


Well known and highly regarded 
gam* In which the aim Is to explore 
and map a 3-D world. Excellent 
graphics and testing puzzles 
DISK ONI.Y 

Original price £9.95 

OUR PRICE £4.95 


SMASH HITS 7 I PAC-MAN 


Four great games • Colossus Chess 
3. Electraglide. Blue Max and Alley 
Cat. This sold out very quickly last 
time! 

DISK 

Original price £14.9.5 

OUR PRICE £3.95 



KENNY DALGLISH SOCCER MANAGER 


The ultimate In football management games For the first time in a football 
management simulator stunning top-notch full colour graphics with a fun-pecked 
game design which will leave you breathless with Its great features It has an 
amazing easy to use Icon-drive play system and the exciting gameplay * ncl ****. 
full four division league, detailed graphic highlights, board of directors for detailer 
performance reports, detailed game strategy, half-time updates, substitutes, in¬ 
juries. suspensions, full transfer market and lots, lots more! 

CASSETTE ONLY OUR PRICE £2.95 


FOOTBALLER OF THE YEAR I LEAGUE CHALLENGE 


You're a 17 year old apprentice in the 
4th Division with only £5,000 and 10 
goals to your name. Have you got what 
it takes to cope with the trauma of 
transfer deals. In|uries and other match 
day problems? 

CA SSE TTE ONI. Y 


Manage your favourite football team 
your way Now Is your chance to go lor 
Division One. Maybe even win the 
League and Cup double Who knows, 
you may even find the manager's job Is 
more difficult than you thought. 

CASSETTE ONLY 


OUR PRICE £1.95 | OUR PRICE £1.95 


WAR GAMES 


NATO COMMANDER I DECISION IN THE DESERT 


You are commander of Nafo and 
your task is to defend Europe 
from Soviet invasion. Top class 
graphics, five scenarios 
DISK 

Origin til price £14.95 

OUR PRICE £5.95 


Take command at the Battle of El 
Alamein. You can lead either side 
in this accurate simulation from 
the creators of F-15 Strike Eagle 
CASSETTE 

Original price £14.95 

OUR PRICE £5.95 


DECISION IN THE DESERT I PANZER GRENADIER 


Take command at the Battle of El 
Alamein. You can lead either side 
in this accurate simulation Irom 
the creators of F-15 Strike Eagle 
DISK 

Original price £14.95 

OUR PRICE £7.95 


A wargame of German armoured 
infantry on the Eastern Front. 
Five historical simulations, skill 
levels, joystick control, graphics 
DISK 

Original price £19.95 

OUR PRICE £9.95 


From the send* of North Africa end the beeches ol Normandy to the bridges ot 
The Roer end the forests of The Ardennes you'll lead Easy Company Into the 
crucial battles ol World War II. This fine tactical simulation Is historically accurate 
and requires good planning and execution to recreate or alter history. To heighten 
the realism and immediacy during play, special attention has been given to the 
Mi-Res cotour graphics and lively sound effects 

disk only OUR PRICE £ 6.95 


NIBBLER 



FS2 SCENERY DISKS 


WE HAVE A LIMITED 
NUMBER OF SCENERY 
DISKS IN STOCK 
AT El 4.95 EACH 
- PLEASE PHONE 
FOR DETAILS 


SIMULATIONS 


MIG ALLEY ACE I COLOSSUS CHESS 4 


An aerial combat simulation set 
in Korea with 3D graphics, cock¬ 
pit instrumentation, different skill 
levels and much more 
DISK 

Original price £14.95 

OUR PRICE £6.95 


Claims to be tho best chess prog¬ 
ram of all. The writers of Sargon III 
would disagree, but there Is no 
doub this is a fine chess simulation 
particularly for advanced players 

cassette only 
Original price £14.95 

OUR PRICE £6.95 



THE ETERNAL DAGGER! JINXTER 


Many consider the SSI role-play¬ 
ing games to be among the best. 
This is the follow up fo the best¬ 
selling Wizard s Crown 
DISK 

Original price £24.95 

OUR PRICE £8.95 


An adventure from Magnetic 
Scrolls, the learn fhal set new 
standards in adventure design 
Requires 1050 or XF551 drive 
DISK 

Original price £19.95 

OUR PRICE £7.95 


JEWELS OF DARKNESS I LANCELOT 


Three superb, classic, adventures with 
full cotour graphics Choose from Col¬ 
ossal Adventure. Adventure Quest or 
Dungeon Adventure as you fake on the 
challenge of the mythical worlds cre¬ 
ated by Level 9. The Premier collection 
nicety packaged with a 64 page book 

DISK OK CASSETTE 


Level 9 recreate the time ol wizards 
and the Knights ol the Round Table In 
a three part adventure spanning the 
complete saga ot the quest for the Holy 
Grail. Superbly researched and superb¬ 
ly written this text adventure Is full ot 
atmosphere and highly recommended. 

DISK OK CASSETTE 


OUR PRICE £5.95 I I OUR PRICE £5.95 


SEVERAL OTHER ITEMS AVAILABLE FROM TIME TO TIME PLEASE ENQUIRE 
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CASSETTE BARGAINS FROM PAGE 6! 


New cassettes from only 95p each including postage! 

Enhance your collection with these brand new game cassettes 
available now from the PAGE 6 Accessory Shop 


TRANSMUTER 

A new kind ol weapon. This scl-fl arcade game 
features excellent smooth scrolling, incredible 
terrain, vector graphics sections and subterra¬ 
nean caverns. Fast reactions and a cool nerve I 
a necessity. Music by David Whittaker 


PROTECTOR 

Assigned to Fort Rucker, the US Army Helicopter 
Training School based in the Nevada desert, your am 
is to become the best chopper pilot this Me ol the 
Iron curtain A real Protector' Your mission consists 
ol a strategic battle ot wits between your sett and 
either another pilot or a computer controlled RPV 


KIKSTART 

The ultimate off-road motorbike scramble simula¬ 
tor. Guide your rider carefully over the obstacles 
In this all action simulator lor 1 player against the 
computer or 2 players against each other as well 
as the clock 


ROGUE 


You are the ROGUE Your mission Is to search 
the Dungeons of Doom lor the Amulet of Vendor. 
In the dunoeons you will find many things to aid 
the quest for the Amulet You will also encounter 
fearsome monsters and fiendish traps that will 
challenge all your skills 


180 


What can we say? A great darts challenge. Eight 
opponents, digitised speech, two player option, 
live joystick control, lull matchplay scoring, a 
sense ol humour, superb playability, this one has 
It all! - 


UNIVERSAL HERO 

Only seven second* left to save the planet' Universal 
Hero has to save his skin and everybody else s by 
rinding bits lo repair a shuttle to get to a planet to 
pick up the spare* to mend a space freighter which is 


ol getting back to earth to atoms 


SIDEWINDER II 

It Is 27 years since the final battle of the war with 
the aliens. 27 years of peace have reigned In the 
Western Spiral Arm ol the Galaxy. All this Is 
about to change. Step aboard your craft and pre- 

e ire to defend mankind In this all action space 
ast 


HENRY’S HOUSE 

Little Henry ha* shrunk He must navigate his way thiough 



GHOSTBUSTERS 

Has anybody seen a ghost? Matter of fact yes 
they have! At this very moment hundreds ol 
ghosts are making their way to the infamous 
spook central. Only you can save the world from 
a disaster of biblical proportions. So go and show 
'em how you do It! 


BOMB FUSION 


A terrorist gang has planted bombs throughout 
the Seilerscale Nuclear Procession Plant and you, 
as ex super hero (ex after the Boris Affair ) have 
to go in and save the plant and possibly the 
Northern Hemisphere from destruction 


NINJA 


Blasts the belt oft all other martial arts games' 
That's all It says on the inlay! Someone sure 
reckons this is the best punching, kicking, duck¬ 
ing and diving game around 


MILK RACE 


Cycling 1.000 miles is no mean feat - and you 
could end up feeling pretty exhausted by the time 
you've finished playing this superb race simula¬ 
tion designed especially in conjunct ion with the 
Milk Race 


ROCKFORD 

The only true arcade version ol the classic game 
Boulderdash There are four levels on each ol live 
different worlds with lour screens on each level. 

It all adds up to eighty totally different playing 
screens. 

INCLUDES FREE GAME - CRYSTAL RAIDER 


GUN LAW 

Four months of Woody alien attacks have taken their 
toll - all the surviving inhabitants have lied and arson 
attacks have been made on your weapon stores, they 
destroyed what you could not carry away You are left 
to light alone against ruthless and bloodthirsty killers 
with Just a single machine gun 


REVENGE II 

The Mutated 90 loot high, laser spitting death 
camels have rebelled against their captors the 
Zzyaxtans and are out for revenge! All action, 
highly graphical shoot-em-up Irom Jell Minter 


DESPATCH RIDER 

Join the growing band ol street demons - those 
tearless borders who terrify the population ot the big 
cities to gel the parcels through Plan your moves to 
make some money, but don't take too long • time Is 
always short. Gain an Instant macho rating and be a 
despatch rider with this all action simulation 


INVASION 

Mobilize your units and prepare for battle. This all 
action space conflict requires skill, strategy and 
tactics You must destroy the weather control 
station In order to win the battle but every move 
you make the enemy will counter, and they’re 
waiting for you to make just one fatal slip up 


LOS ANGELES SWAT 

Special Assignment. Rescue the hostages Irom 
the terrorist ganos holding out In West L A. Clean 
up the streets Blow away the bad guys and be a 
hero on network T.V.! Fall and you won’t b© 
coming back to watch It. All action Joystick bend¬ 
ing combat for those with the skill to survive! 


SPEED ZONE 


Enter the Speed/one in a frantic defence against 
marauding alien forces. A survey ship sent Into 
the area comes under attack As an enemy vessel 
draws closer your "STARFIRE" class attack craft 
is launched 


FEUD 


To win at Feud you must "out-spell” your rival 
Wizard Leanoric. In Kieke's herb garden you will 
find the Ingredients lor your spells but tread care¬ 
fully as strange things can happen In this game 
of magic and mystery 


PANTHER 


Save the last humans on Xenon before the alien 
hordes turn them into Sunday roast! Take your 
ground attack ship through this 3D scrolling 
mega shoot-em-up with great graphics and unbe¬ 
lievable soundtrack 


Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 


LOADS MORE SOFTWARE ON DISK, CASSETTE AND ROM ON THE NEXT PAGE! 
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Selection 


GAMES 


MOON PATROL 

Your beat: Sector Nine, home ot the roughest, 
toughest thugs in the galaxy. Great 3D graphics 
and good music in this arcade conversion. 

ROM Normally £12.95 SOLD OUT 

MISSILE COMMAND 

Another of the all time classic arcade games that 
has you defending cities from missile attack For 
one or two players 

ROM Normally £14 95 OUR PRICE £5.95 


ZAXXON 

One of the all time classics for the Atari. Zaxxon set 
new standards with its unique 3 dimensional battle¬ 
field and great graphics 

DISK Normally £995 OUR PRICE £2.99 


TAIL OF BETA LYRAE 

Our A Z ot Atari Software series says The ultimate 
Scramble' clone with superb graphics and music * 

A great horizontal scroller 

CASS OUR PRICE JUST 99p 


FIGHT NIGHT 


Fight Night bnngs you all the thrills ot the boxing 
ring as you face the most brutal fighters ever in five 
separate battles. 1/2 players 
ROM Normally £14 95 OUR PRICE E7.95 


BOOKS 


EASY PROGRAMMING FOR 
YOUR ATARI MICRO 


This book went out of print 3 years ago and we 
have been searching for a replacement ever since. 
We are absolutely delighted to have found more 
stocks of one of the best beginner s books ever 
published 

NEW REDUCED PRICE £4.95 


MICRO ENQUIRER 


A large format book that covers the world ot micros 
in general with some specific Atari sections The 
book contains a lot ot worthwhile background infor¬ 
mation on home computing 
Publishedpnce £8 95 OUR PRICE £2.00 


ATARI ADVENTURES 


GAMES 


ZORK 1 

One of the most famous adventures of all time 
Classic Infocom in the original box and packaging 
A real bargain' 

DISK Ongnafy £29 95 SUPER PRICE £2.95! 


An excellent book wntten by adventure expert Tony 
Bridges covering adventures in general and show 
ing how you can write your own adventures 
Publishedpnce £5.95 OUR PRICE £1.50 


US FOOTBALL 

American Football is now a big craze in this country 
and you can now play at home Outsmart the 
defence, make tackles, select plays and more. 

ROM Norway £12.95 OUR PRICE £6.95 


EASTERN FRONT (1941) 

The classic war simulation by Chns Crawlord that 
astounded Atan users when it was released Based 
on Operation Barbarossa on the border of Russia 
ROM Norm#y £12 95 OUR PRICE £6.95 


SUPER BREAKOUT 

Breakout was the original simple yet totally add* 
tive game and this enhanced verson will provide 
even more addictive fun Needs paddles 
ROM Normaty£99 5 OUR PRICE £3.95 


ONE ON ONE 

Play basketball with two of America's top players m 
this great sports simulation which features realistic 
offensive and defensive moves 
ROM Normaty £14 95 OUR PRICE £6.95 


CAVERNS OF MARS 


Winner of one of the first Alan programming com 
pennons, this was one ol the first vertical scrollers 
and remains much sought after - LAST FEW WITH 
OUT BOX BUT WITH FULL ORIGINAL MANUAL ■ 

DISK LOW PRICE £4.95 


KABOOM 


Challenge the master bomber as he tries to bomb 
you out of sight Great fun. especially tor the kids 
who wil love it 

ROM Ongnaly £1295 SPECIAL PRICE £2.95 


RIVER RAID 

One of the classic scrolling games m which you 
fight your way up river, bombing and shooting ev 
erythmg insight 

ROM Ongr&y £1495 SPECIAL PRICE £3.95 


MAXWELL’S DEMON 

A simple yet chalengmg puzzle game which will get 
you totally adOcted In fact two games in one for 
double the fun 

DISK Ognaiy £995 OUR PRICE £1.99 


MR ROBOT & HIS ROBOT FACTORY 


WRITING STRATEGY GAMES 

If you are fed up with simple arcade style games 
but are not sure of the maths required m writing 
thinking’ games like chess here is a book that will 
help you out. 

Published pnce £595 OUR PRICE £1.50 


SEVERAL OTHER GAMES 
AVAILABLE IN VERY 
LIMITED QUANTITIES - 
PLEASE ENQUIRE 


APPLICATIONS 




One ot the most famous platform games that has 
you running and lumping over everything m sight A 
realty classy game 

DISK Ongnaiy £995 OUR PRICE £1.99 


LETTER WIZARD 

For those who need a little more sophistication in a 
word processor. Letter Wizard gives you all of the 
features you would expect 
DISK OngnalPnce£l995 NOW £5.95 


INVITATION TO PROGRAMMING 2 


Entitled Writing Your Own Programs, comprises 
TWO cassettes and TWO workbooks and does not 
require Invitation To Programming 1. 

CASS Original Pnce £12 95 OUR PRICE £2.95 


MUSIC PAINTER 

An exciting educational program that helps to teach 
music by using colours instead of notes. For chil¬ 
dren or adults alike 

DISK OngtnaHy £14.95 OUR PRICE £7.95 


PROOFREADER 

Users ot Atariwriter will be delighted with this, the 
long lost spelling checker for the Atariwriter car¬ 
tridge! 

DISK OUR PRICE £5.95 


BASIC CARTRIDGE 


Some programs, especially some early public do¬ 
main programs won t run on the XUXE but they will 
if you plug in the old version of Basic 

ROM OUR PRICE £3.95 


EDUCATION 


JUGGLES RAINBOW 


A first computer experience for children aged 3 to 6 
that teaches the concepts ot above, below, left and 
right plus letter recognition 

DISK OUR PRICE £5.95 


JUGGLES HOUSE 

Another tor 3 lo 6 year olds teaching the concepts 
ot inside, outside, upper and lower with Juggles' 
House and Toyshelt 

CASS OUR PRICE £5.95 


SPECIAL OFFER • PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST C9.95! 


THE PAGE 6 


TENTH ANNIVERSARY 
DEMO DISK 


STRANGE ODYSSEY 

At the galaxy's nm. there are rewards aplenty to be 
harvested from a long dead alien civilization Fabu 
lous graphic adventure 

DISK Ongnaipnce£l995 OUR PRICE £7.95 


Celebrate with our new demo disk 


* Double sided disk with 6 demos 

* Scrolling messages 

* Great Music 

* Spinning logos and more 


Al demos ore in Basic with oMed machine code 
routines so mat you can check to see how these 
great effects are ochieved 

A IMP MEMENTO Of 10 YEARS ATARI SUPPORT 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6. P.O BOX 54, STAFFORD. ST16 1DR 
TFIFPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH 
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A game for I he ST lhal 
is being advertised on 
Satellite television, 
there's a novelty! It is quite 
possible that some readers 
may have seen this game in 
motion before their very eyes. 
The Idea behind the game is 
for one of three redoubtable 
Doctors and an equally reli¬ 
able assistant to defeat the the 
monsters of metal. The open¬ 
ing sounds include quite a 
good rendition ol the famous 
Saturday Afternoon (now Frt 
day night) electronic music, 
together with a reasonable 
rendition of the Doctor’s face. 
Unfortunately once the op 
lion to choose your player 
and. If two are Involved, assis¬ 
tant. has been taken the ac¬ 
tion Itcgins with little warning. 

Graphically reminiscent of 

Psygnosls with fast, colourful 
scrolling and bold artwork the 
Doctor Hies across the screen 
on a form of Jet bike blowing 


away am thing in | ; 4 ^ 

11k«• 111.1m liun/cii 

(al s< rollmu U-im. ■■ '■ ^ .in— 

there is no back¬ 
tracking and no stopping. The incompetence, there was a dc- 
game also runs so quickly the finite challenge and a genuine 

reaction time needed even at desire to have another go 
the easy stage is phenomenal. throughout the game. I was 
Should you clear stage one. most impressed by the Psyg- 
stage two appears so quickly nosis like screens and the 
that the player needs to avoid positive control recognition. I 
blinking or he will find himself played this before seeing the 
exterminated. television advertisements and 

Possibly this is Just acceptable thought that the representa- 
slnce practice does allow you lions quite accurate. Three 

to be ready In time but I must cheers for Admiral's honesty! 
admit I only managed to see Although not really the Doc 
most of these screens l>y using tor's personal style - perhaps 
the reviewer's cheat mode en- a graphic adventure would be 
closed with the disk. Either I better next time - this tries to 
am aging rapidly or games like maintain some faith with the 
this an* becoming a mite loo original and the sprites are 
fast for the ordinary mortal. certainly recognisable. This 
Surprisingly when not cheat- game Is a must for all fans of 
Ing I was quite enthralled with Doctor Who and those who 
both the game and my own like fast shoot 'em ups. 


rifle: DAIEK ATTACK 

Publisher: Admiral Software 
Price: £16.99 

Reviewer: Damon Howarth 


Surprisingly good both in noises 
and pictures - 


A bit loo Iasi and furious 
although proctice will help a 
great deal 


Fmo. probably Iho bost ol tho 
throo gamos I havo soon this 
month - worth buying- 


Title: AROUND THE WORLD 

Publisher: Floppyshop A Pixel 
Shop 

Price: £9.95 

Reviewer: Damon Howarth 


m mi " *' •'*'" 11 ,i1 

^ JHHr ni'^i .i«< • pt.,H* 

y . Ml fii Mil ,ul i' 1 " • * r i* i .i 

he independent small not confusing, control system, 
programmer Is making The Joystick needs some 
a comeback to the ST! wielding to obtain the desired 
r this is representative results but the sprites are 
roblems surrounding large enough to make this an 
software market or Just entertaining romp, 
trative of the pull that Owing to the nature ol the 
hlne has for ordinary big friendly looking sprites, 
inters I shall leave you even the bad guys look cute 
le. and this Is helpful because 

me comes on one flop- they tend to spoil your day on 
is a pleasantly con- a regular basis. The game 

1 entertainment with- boasts lots of special devices 
hype. Basically the to propel you about the screen 

a hunt the key in the which Include teleporters and 
ype of affair, in many switches to operate various 
minlscent of Rockford pieces of machinery, 
relations. The pictorial The game played in a friendly 
is a 3D perspective but somewhat difficult man 
Is like the older Ulti- ner and there were times I 
mes or even Batman. wondered w r hv I was quite as 
ricasantlv surprised bv fascinated with it as ! was. 


There seemed to be an Inbuilt 
bias towards frustrating the 
player that could leave you on 
the brink of throwing the 
whole thing away, but then a 
slight glimmer would appear 
and the wrholc thing became 
far more entertaining. 

I find it hard to lx* objective 
about this game. It looks and 
feels like a game from the ear¬ 
lier days of the ST. Indeed it 
almost felt like an 8-bit game 
but every so often it delivered 
a nudge to the mental facul¬ 
ties that made the style seem 
irrelevant. This is a lowlsh 
priced mail order game and in 
many respects the purchaser 
is not going to be disappointed 
with it. Sadly you can't try be¬ 
fore buying. On balance the 
producers have tried hard and 
achieved a marketable game. 
Maybe it will grow on me after 
repeated plays though I'm not 
quite sure. 


Nothing excessive either way, 
generally quite appropriate- 


controlling takes some getting 
used to. it is quite frustrating at 
times 
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CD quality 

sampling 

with 

Replay 16 


John S Davison’s 
regular guide to 
ST music making 

I jus! knew Ihcy’d gel «in lhr end. Yw folks. Audio 
Visual Research (AVRJ the undisputed masters of digital 
sound sampling on I hr ST have dually produced a full 
16 bit version of their famous Replay sampler. It's called Re 
play 16 and Is now available via Microdeal for Just £129.95. 

If you read my "Sample This!" series (In Issues 50 to 54| you'll 
already know about AVR and their sampling products. These 
have ranged from the simple. Inexpensive Mastersound II. 
through various flavours of the basic Replay cartridge. Stereo 
Replay for stereo sampling, to the excellent Replay Profession 
al. They all suffer from one basic limitation though they're 
based on H bit sampling resolution which compromises their 
sonic performance. Despite its name even Replay Professional 
can't compete with true professional samplers, which are cap 
able of delivering CD sound quality. That is achieved through 
16--bit resolution and a 44KHz sampling rate and Replay 16 
now has these! 

The pac kage Includes a large I. shaped cartridge: four double 



Replay’s main editing screen 


sided disks containing the software: and a comprehensive 
instruction manual, ring bound for convenience. The cartridge 
has two phono sockets, one eac h (or Input and output of mono 
audio signals. There’s also a small rotary control used for 
setting Input signal sensitivity. The software runs In medium 
or high resolution on any ST(E) or IT with a double sided disk 
drive. However. IMU Is a practical minimum memory sl/.e. and 
to fully exploit It you really need more much more! 

Installation Is easy Just slide the cartridge Into the STs 
c artridge port, boot up the sample editing program, and you 
can Start experimenting with the ready-made samples pro¬ 
vided. The editor will play sample's through the- TV/monllor 
speaker, but far lx*tier results are obtained by connecting the 
cartridge's OUT socket to an external amplifier and speakers. 
To record your own samples you also need to connect a signal 
source to the cartridge's IN soc ket, and for both functions you 
need to supply your own connecting cables. Most people use 
their hi ft as a signal source and amplification, so a couple of 
ordinary phono-to-phono hi ft leads will probably suffic e. 

As with Stereo Replay the software for Replay 16 was de¬ 
veloped from that used In AVK's expensive Pro-Series sampler 
pac kages. In fact I suspect It's actually recycled Stereo Replay 
software, as it does include sterc-o functions even though tlie- 
hardware* Is mono only. IVrhaps there's a Stereo Replay 16 
cartridge to follow? 

REPLAY DESKTOP 

The software contains loo many features to cover In full here, 
so I'll describe Just the main ones. Despite Its complexity AVR 
have managed to make the programs easy to use. mainly by 
exploiting a graphical user interface based on the "Replay 
Desktop". 

The heart of Replay 16 is Its sample editor, used for recording 
new samples, editing and processing them in various ways, 
and saving them on disk for later use with the MIDIIiay and 
Drumbeat programs provided. The editor boots up Into the 
Replay Desktop onto which you can open windows far various 
functions. Like the GEM desktop this has a menu bar across 
the top providing access to virtually all the editor's facilities. 
For ease* of use many of these are also available via mouse- 
selectable icons on the desktop or directly from the STs 
keyboard. 

Tlie area below the menu is divided into three areas, these 
being the 'transport controls, the bloc k control panel: and the 
main desktop area. The mouse operated transport controls 
work like a tape recorder's, providing a convenient means of 
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recording and playing samples, and fast forwarding" or re 
winding" them. 

The main desktop area initially displays icons used for load¬ 
ing. saving, and deleting samples: for accessing MIDI keyboard 
facilities: and for invoking the sample sequencing features. 
After loading samples they appear on the desktop as named 
Icons. By clicking on one you open a 
resizable, movable, zoomable editing 
window in which its waveform is dis 
played. You can continue loading sam 
pies Into memory until it's full, and up 
to seven of them can lx* displayed 
simultaneously, each In Its own win¬ 
dow. Replay 16 can handle samples in 
AVR. 8 SVX IFF. and AIFF formats, and 
other formats can be read but may re 
quire further adjustment before use. 

All or part of a sample (known as a 
"block") can l>c manipulated In Its win¬ 
dow using the editing tools provided. After defining a block to 
the editor additional Icons appear In the block control panel. 
These Invoke the more common block editing actions such as 
cutting, pasting, and copying blocks within a sample, or even 
from one sample window to another If you want to build 
composite samples from several different ones. You can also 
change the volume level of a sample: reverse It to play l>aek 
wards; lade It In/out: repeat it to fill a given space: and 
superimpose samples. Special i«k»Is are provided for locating 
optimum sample looping |x>ints (lor lengthening playback 
duration without taking up extra memory), and even for dis 
gulsing those annoying audible glitches which often occur at 
loop Joins. 

FILTERS AND EFFECTS 

• 

The editor Includes various sound processing facilities In 
addition to the physical editing functions. You can digitally 
filter the sound with adjustable low pass, high pass, band 
pass, and notch filters, perform bass and treble enhancement 
and spot frequency boosting, and remove DC bias. There's also 
a Fast Fourier Transform function to help you analyse a 
sample's frequency content before deciding which filters to 
use. The usual Replay special effects are Included too. allowing 
you to add a degree of reverb, echo, and flange effects to the 
basic sample. 

Replay 16 supports the MIDI Sample Dump standard. This 
was originally designed to allow interchange of samples be 
tween dedicated samplers, but Its use is open to interpretation 
and resultant differences In Implementation by instrument 
manufacturers have rendered it less useful than intended. It 
can also lx- used to upload/download samples between com 
putcr and sampler for storage and editing purposes. Editing 
samples on a computer screen is much easier than trying to do 
It on a dedicated sampler's tinv LCD panel, hence MIDI Sample 
Dump's Inclusion In Replay 16. AVR claim it works OK with 
Akai's popular SI000 and S950 samplers, but you could have 
trouble if using other models. 

Another new feature is sample sequencing. Hits allows you to 
load several different samples into memory, subdivide each 
into named "sections", then trigger their playback in any order 
from a "cue list ', which can be built up using the sequencer's 
editor. It works, but facilities are fairly limited at present. AVR 
say they'll develop them further if there's a demand. According 
to the manual the sequencer is also meant to have a "sync- 
facility for driving external MIDI devices, but this hasn't 
actually been implemented yet. 


MORE DRUMS 

AVR have always included a drum machine program with 
their samplers, and the version included here is called Drum 
beat 16 . Its drum kit now holds up to 30 different samples. 

any four of which can be played simul¬ 
taneously. Drum sequences arc built 
using the usual grid editor and pal- 
tem/song structure, and the program 
can hold up to 10 songs of up to 100 
pattern entries each, selected from 50 
different patterns. 

On the MIDI side. Drumbeat can sync 
to an external MIDI clock (e.g. from an 
external sequencer) or can act as the 
master clock which external se¬ 
quencers can follow. It can also trans¬ 
mit a MIDI Note On message to trigger 
an external synth sound whenever a sample is played. You can 
even attach up to six MIDI drum pads and trigger the samples 
from these. 

I was pleased to find AVR have Included Replay Professional's 
MIDI I’lay keyboard emulator In this package. 'Ilils allows you 
to play samples held In the STs memory directly from a MIDI 
keyboard or external MIDI sequencer. You can load up to 128 
samples into It and map each one to a single key or group of 
keys on a MIDI keyboard, from where they can be played. Four 
different keyboard maps may lx- used and you can switch 
between them as required. As with Drumbeat, up to four 
notcs/samples can lx- played simultaneously. 

• 

QUALITY SOUND 

I must say I was Impressed with Replay 16 s sound quality. 

Its 16-bit resolution and sampling rates of up to 50KII/. do 
make a difference, as demonstrated by the ready-made sam¬ 
ples provided. One particularly g<xxl one Is of a female scat 
singer. Her delivery of that Immortal line "doo dow-n-doo 
dop hop dah dum bow uh wow-ow ...." Is so startlingly realis¬ 
tic I couldn't leave it alone. I kept playing It loudly until mv 
wife threatened to do something distinctly unmusical with the 
cartridge! The Drumbeat demo song is excellent too. producing 
Impressively solid rhythm sounds from the samples provided. 
Monte made samples can also sound Just as good. I tried 
sampling sounds from a Yamaha PSS-790 synth and then 
compared them bv alternately playing the sample and tIn- 
original synth sound. They were very close In quality, with 
perhaps Just a touch more background noise in the sample. 

My son Pete then decided he'd like to try out Replay 16 and (as 
I 1 year olds will) tried sampling various sounds of llatulencc. 
He added some reverb, reversed the sample, and played the 
resultant sound back at thunderous volume via the hi-fi. 
Serious slulT. this sampling! It's a good thing his Mum was out 
at the time - If the scat singer upset her Just think what this 
could have done! 

Compared with previous AVR offerings Replay 16 sounds 
cleaner, smoother, and generally suffers from less background 
noise and distortion. This assumes you take care recording the 
samples, of course. It's still possible to produce awful results if 
you don’t use high quality signals input at the optimum level. 
Overall though, it's the best sounding sampler I've ever used 
on the ST. and in spite of its inevitable compromises it’s still 
very usable, musically speaking. If you want 16-bit sampling 
but can't afford a dedicated professional level instrument from 
Akai or Roland then make sure you audition Replay 16. 
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Review 



A new craze is sweeping the IBM PC world. This is the 
"multimedia" phenomenon - advanced sound and 
graphics integrated Into computer applications. So 
what's new about this? Well. It Includes the use of live-motion 
video clips and high quality sampled stereo sounds in addition 
to the usual computer generated varieties. Sound can also be 
generated from external sound synthesisers via MIDI (one 
reason why General MIDI came Into being), or from specialised 
add-on sound boards. Multimedia features can lx* incorpo 
rated Into many types of application, but It's particularly 
attractive for those of an Interactive nature, for instance edu¬ 
cational programs, games, and simulations, or for producing 
audio/visual presentations. 

You can now buy "multimedia It's ready configured for 
multimedia use. which include a powerful processor, large 
memory, hard disk, high resolution colour graphics, a good 
quality sound board, and a CD ROM drive. The last named Is 
required as true multimedia applications often have enormous 
disk storage requirements, and the CD-ROM's 600MB capacity 
Is Ideal for the Job. 

Authoring your own multimedia presentations requires even 
more hardware and software, as you need to add the means of 
sampling the sound and video material required, editing them, 
and building them Into finished multimedia products. General 
ly the kit to do this Is very expensive. 

MULTIMEDIA ON ATARI? 

Why am I telling you all this? Well, it's just to put this latest 
product from Microdeal Into context with the mainstream 
computer world. Video Master Is an attempt to put a low cost 
multimedia playback AND authoring capability Into the hands 
of Atari users - It's a video digitiser and sound sampler com¬ 
bined In one unit, complete with software for producing your 
own multimedia presentations. Like Mlcrodeal's sound sam¬ 
pling products It was developed by Audio Visual Research 
(AVR). 

To run it you'll need a minimum of an STfE) or Falcon with 
I MU memory, a double sided floppy disk drive, and a colour 
TV/monitor. Larger memory and a hard disk are recommen¬ 
ded. but not mandatory. You’ll also need a source of video and 
audio signals - video can bo captured from the VIDEO (not RF) 
output of a domestic video recorder, camcorder, or video 
camera, while audio can come from the separate AUDIO out¬ 
put from the same sources or from a hi-fi. Walkman, or 
similar. 

The Video Master package contains a double sided disk hold¬ 
ing the software: a tri colour filter set (red. green, and blue 
lllters for use with video cameras): a large "L-shaped" cartridge 
containing the sound and video digitising hardware: and an 
instruction manual. The program disk includes both ST and 
Falcon versions of the code, making this one of the first 
programs released to exploit the Falcon's new graphics capabi¬ 
lities. No connecting leads are Included, as these depend on 
the ancillary video and audio equipment you Intend using. Two 



phono-to-phono leads are often all that's required though. 

After connecting up you may need to adjust two controls on 
the cartridge these set contrast and black levels to suit your 
video equipment. The tiny knobs are very fiddly to turn with 
your fingers, but the ends an* slotted to take a screwdriver 
blade, which makes the Job much easier. 

VIDEO CLIPS 

So. what can you do with Video Master? Firstly, it can record 
video clips at up to 25 frames per second, the standard rate for 
recording live-motion video (or 30fps for overseas use). You can 
also choose from several slower frame rates, and there's even a 
time-lapse facility for capturing single frames at any desired 
Interval (hours apart If required!). Using this with a video 
camera you can speed up action that's normally too slow to 
see. e.g. a flower bud opening. There are some restrictions 
though. Despite colour signal input. Video Master only records 
In monochrome. Also, the captured clips 1111 only one quarter of 
your monitor screen. 

Secondly. Video Master can produce 16-level greyscale still 
pictures from a video source having a good still-frame capabil¬ 
ity. Or. if you have an electronic colour splitter box (not 
supplied) you can produce still-frame pictures in colour. Alter¬ 
natively. camcorder or colour video camera owners can pro¬ 
duce colour still-frames by taking three separate "snapshots'' 
of a subject through the tri-colour filter set provided, and then 
use the program's "colour merge" facility to produce a colour 
picture. The ST version of the program handles colour pictures 
either in 16 colour Degas format or 512 colour Spectrum-512 
format. IFF format is also handled. On the Falcon this becom¬ 
es 16-level greyscale in 320x200. 16 colours in normal low-res 
mode, or up to 4096 colours in TrueColour mode. Unlike 
motion video clips the still-frame pictures may be full screen 
size if required. 

I used Video Master with a 1 MB STE and first tried recording 
from an old Toshiba Beta video recorder. This worked fine for 
motion video, but wasn't very good on still-frame as the Toshl- 
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ba's pause mode wasn’t really up to It. Both aspects were fine 
when using a newer Panasonic VHS machine though. 1 didn’t 
have access to a camcorder or video splitter so couldn’t try out 
the colour still-frame facilities. 

Video clips can be edited to remove unwanted sections or 
Individual video frames. and you can also insert blank frames 
or frames "grabbed" front an external video source. A clip can 
also be reversed, so the action runs backwards! You can even 
import pictures produced by other means (e.g. a paint prog 
ram) from disk and Insert them into an existing clip. 


SOUND SAMPLES 

Video Master also records monophonic digitised sound at 
sampling rates up to 15KHz. It can do this simultaneously 
with video clip recording, so you capture the video AND its 
associated sound In one pass. Or. you can record video and 
sound separately (from completely different sourc es If required) 
and play them back together. You can even add sounds recor¬ 
ded with a separate sound sampler to your video clips. A 
looping point may be set both for the video and audio, so the 
clip and Its sound will play back repeatedly until stopped. 

Die sound software includes facilities found In AVR's Replay 
sound sampling packages. These allow you to set the sampling 
rale; display the sample waveform onscreen: cut sec tions from 
It: fade it in/out; reverse It: and Increase or decrease Its 
volume by chosen amounts. You can also load and save sam¬ 
ples independently of video dips for greater flexibility. 

After editing you can assign a clip (or even a still frame) and 
Its sound to a key on the STs keyboard and trigger It by 
pressing that key. You can load several such clips and frames 
Into memory simultaneously, assign t hem to different keys, 
and play them In any order simply by pressing the appropriate 
keys. 

The next stage Is to automate the key depressions via Video 
Master's video sequencer, allowing you to seamlessly Join a 
series of different c lips to form short films complete with 
audio soundtrack. However, all clips used have to lx* in mem¬ 
ory simultaneously, so to do anything worthwhile you really 
need large amounts of memory and a hard disk to store 
everything on. 

A completed ’film can be distributed to your friends on 
floppy disk (assuming it will fit!) using VldlPlay. the auto 
booting player program provided. This also allows some llexi 
billty in presentation, such as positioning the quarter screen 



motion video where you want on the screen, and providing a 
still-frame background picture (to help disguise the fact that 
the video picture is so small). Die demo file supplied with 
VidlPlay gives a good idea of what's possible. 


EASE OF USE? 

Video Master is fairly easy to use- once you know what you’re 
doing. Its user Interface isn’t exactly intuitive, although AVR 
have tried hard to make it friendly by representing the prog¬ 
ram's major functions as four "cards", each accessed by click¬ 
ing on its "index tab ". The hardest bit to assimilate was the 
video sequencer, and I experienced some trouble with this. It 
didn’t always work as expected, particularly when saving sequ 
cnees, and I still haven’t fathomed out whether these quirks 
arc* really bugs or something I've misunderstood. 

Talking of bugs. Video Master contains a real beauty. If you 
try to save a still-lrame out to disk the program actually saves 
an image of the file selector screen Instead! AVR have c ome 
clean and warn about this in a README file on disk, and also 
explain a very messy circumvention procedure. They really 
should have fixed this problem before releasing the program. 

One annoying "feature" is that when setting up to record you 
can only monitor Incoming video OR sound via the computer’s 
monitor screen not both together. I found this so irritating I 
eventually connected a separate TV to tin- video recorder's RF 
output Just for setup monitoring purposes. 

Another problem I had was running out of memory, but this 
wasn't Video Master's fault. Multimedia gobbles memory and 
1MB Just isn't adequate for doing anything really serious. OK. 
it’s enough to play around with, and for doing simple video 
picture grabs for Importing Into paint and desk top publishing 
programs - but not if you want to use live-action video clips. 
Alter loading the program there’s room for Just 98 frames of 
video - that's under 4 seconds miming time at 25 fps. Record 
ing sound as well reduces this even further. There- are ways of 
economising on memory, such as using slower frame rates, 
looping frame groups so they repeat play, or even using still- 
frames. With a little ingenuity you can probably make quite 
substantial multimedia presentations, but I MB still cramps 
your style. 2MB is far Ix-tter. with more if possible. 

In summary. Video Master delivers a lot for Its asking price 
and generally works surprisingly well. I wouldn't descrilx* It as 
the ultimate multimedia system..." as slated on the packag¬ 
ing. as it doesn't begin to compete with what's available In the 
PC world, but then at this price level you wouldn't expect it. 
Also, from the number of little quirks (bugs?) the software 
exhibits I get the feeling it's been rushed onto the market and 
would have benefited from a little more testing and develop¬ 
ment work. Nevertheless, despite Its limitations I’m sure many 
people will find serious uses for it even if it's Just as a simple 
video frame grabber and sound sampler rather than as a 
proper multimedia authoring toolkit. 


Product: VIDEO MASTER 
Producer: Microdeal/AVR 
Price: £69.95 

Reviewer: John S Davison 
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After word processing, the most 
popular of personal computer appli¬ 
cations has to be the database. Com 
puters are. after all. intrinsically de¬ 
signed to save, store, recall and cal 
culate large quantities of information. 
Whether it's customer details, phone 
numbers or cooking recipes a compu¬ 
ter can cany out filing tasks more 
quickly and accurately than any 
paper-based system. However, the 
ST has never been well supported by 
commercial database publishers the 
absence of a common formal, such 
as the XBase standard in the PC 
world, has not improved the situa¬ 
tion. Meanwhile, public domain au¬ 
thors havt’ helped to Jill the gap with 
some very professional software ... 


A COMPETENT 
START 

For relatively small applications. 

FIRST BASE is a competent solution. 

It's a memory resident system whic h 
means that all the data entered Is Initial¬ 
ly held In the memory of your ST. The 
more memory you have, the more records 
can be stored. It will work with 512K 
machines though a megabyte will be 
needed for anything other than small 
quantities of data. Because manipulation 
of the database doesn't require disk ac¬ 
cess, First Base performs common tasks 
very quickly indeed. It's also very easy to 
use. Most program options can be selec¬ 
ted either with the function keys or by 
clicking on pull down menu options. You 
can step through the records In sequence 
or search for those containing a specified 
string. You can also sort records Into 
ascending or descending order. 

The database is stored on disk as three 
separate flies. One of these contains the 
data for all records in ASCII format, so 
you could load it into a word processor. 
Each database record can contain up to 
a thousand characters which in turn 
may comprise up to eleven fields. This is 
rather restrictive by commercial stan- 


EDIT/READ 


PRINT OUT 


QUIT PROGRAM 


STATISTICS 
ACCESSORIES 
DEFINE Macro's 
FLIP Display 
RENAME 
READ HE 


IMPORT Macro's 
CHANGE Drive 
"delet UdT 


RECORD'S TITLE! B.Mart S/W Catalogue Spring 91 


dards but possible applications Include 
lists of addresses, video tapes, compact 
discs or computer game collections. In 
the latter case you can make use of the 
'Catflle' utility supplied which reads disk 
directories Into First Base format. Catflle 
asks you to specify the required flle ex¬ 
tensions and then searches your disk for 
matching flies. It creates a database with 
file names, sizes and sufficient space for 
you to add a description of the content. 
There Is plenty of documentation on tills 
disk, though it's unlikely you'll need to 
read It! 


THE ULTIMATE 
CARD INDEX 

When B.Ware's commercial Super Card 
Index was reviewed in NAU Issue 44 It 
received some very favourable comments. 
B.Warc later released an updated version 
and have now made the original SUPER 
CARD 1.3 available as shareware. If 
you And it useful you are asked to sub¬ 
mit the modest sum of £5 (it originally 
cost five times this much) and in return 
you'll receive a manual and a discount on 
the upgrade. 

Super Card is known as one of the 
easiest to use databases for the ST. It's 
based on a card index principal and is 
similar to First Base in that all the data 
is held and sorted in memory, until you 


decide to save it onto disk. An unusual 
feature of Super Card Is that It doesn’t 
bother with field lengths, data types and 
suchlike. Each record Is free format' so 
you can type in whatever you like, up to 
16000 lines of 32000 characters per re¬ 
cord. Assuming sufficient memory you 
could have up to 32767 records • more 
than enough for most purposes. You can 
locate individual records manually or by 
specifying searc h filters'. A filter consists 
of a character string that can lx- used 
with AND or NOT operators to search for 
records containing, or not containing, 
particular words or phrases. Once the 
matches have been displayed you can 
skip back and forth through the cards 
and copy, delete, edit, add to or print 
each one. 

The report facilities are limited (since 
you can't specify field names) but you 
can modify the margins, spacing and the 
subset of lines to be output. B.Warc 
claim to have successfully used Super 
Card for their owm customer records, so 
users should have no problems adopting 
it for their own applications. 

In addition to Super Card 1.3 the disk 
contains demo versions of several other 
B.Ware products - Super Card 2. Master 
Time. B.Spdl. School Time Maths and 
Play Spell. They're supplied in compacted 
form and you are prompted through the 
process of inserting disks to expand the 
files for use. This means there is actually 
several disks worth of software squeezed 
into the usual space available! 
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result. It will even let you 
refer to parallel records In 
another database. 

Queries provide the most 
powerful and flexible 
method for Interrogating 
the database and custo¬ 
mising the reporting of re¬ 
sults. Each query' is given 
a name, a filter (as de¬ 
scrib'd above) and a ’re¬ 
port string’ that defines 
exactly what will be re- 


FIRSTBASE for simple applications 


GETTING MORE 
SOPHISTICATED 

If your database needs require a more 
sophisticated product. FASTBASE may 
be I he answer. Although this is a share¬ 
ware version and restricts you to a max¬ 
imum of ten fields in records of up to ten 
thousand characters, and five simultane¬ 
ous databases, these limitations are not 
ungenerous. For the reasonable price of 
twenty pounds you can send for the 
latest version which is supplied with a 
professionally typeset manual. Fastbase 
incorporates many features that are nor 
mally found only in expensive commer¬ 
cial offerings. These Include a relational 
query system, password protected access 
and GDOS compatible output. 

The first step to utilising FastBase Is. of 
course, to create a database. To do this, 
you simply choose the type of the fields 
required and assign each with a unique 
name. Four field types are supported - 
character, numeric, dale and calculated. 
Any of I lies** can lx* designated as ‘re¬ 
quired’ so that the user will lx- forced to 
enter valid data. Calculated fields may 
contain simple formulae, such as multi¬ 
plying one field by another, or can Ik* 
highly complex using functions and nes¬ 
ted brackets. There are more than thirty 
hutit-ln mathematical and financial func 
lions. To view the database records you 
simply open up a window, which can 
then lx' moved and resized freely In the 
usual manner. The record layout is Ini¬ 
tially rather unappealing but you can 
move fields around the window using the 
mouse to drag them Into position. Each 
field can have Its characteristics changed 
so that dates and numeric values are 
formatted in a specific way - for example, 
negative values can have brackets placed 
around them, a currency prefix can bo 
used, decimal places can be set and zero 
values can be suppressed. In addition to 
storing textual data you can attach im¬ 
ages to your records. The image may lx* a 
file in Degas. IMG. Ncochrome or Tiny 
format and will be automatically sensed 
by the file extension. Only the file name 
of the image Is actually stored since the 
Image Itself is loaded when required. 

To help you deal easily with subsets of a 
large database. Fast Base allows you to 
mark records for future selection in a 
group. These can then be extracted to 
disk, printed separately or have other 
operations performed on them. A facility 
is provided within the search mechanism 
for the automatic selection of matching 
records. You can also ’reverse’ the selec¬ 
tion. so that non-matching records are 
flagged. FastBase offers a powerful 
method of performing searches: the filter. 
This allows you to enter a formula, in 
much the same way as a calculated field, 
which is then applied to all records to 
determine those that produce a matching 


ported on records that 
satisfy the filter. Die report Items can lx- 
field names, quoted strings or formulae. 
Three buttons - screen, disk and printer - 
are used to specify where the report 
should be sent to. You can save query 
definitions to disk and subsequently re¬ 
load up to twenty Into memory. If you 
have already entered data Into another 
datalxise application and It can output 
using comma separated ASCII format, 
you can easily Import this data Into Fast- 
Base. Likewise, you can export data in 
the same comma delimited format. 
Another handy feature of Fast Base Is the 
mailshot’ option. Tills lets you create 
personalised letters to friends or clients 
using details held in a database, by In¬ 
serting special commands into your 
ASCII document file. An example is in¬ 
cluded to guide you through the method. 
You will appreciate that Fastbase has 
numerous options and only a few can be 


.described in the space available here. It’s 
probably the most sophisticated tool you 
can obtain without paying for a comtner 
clal package at least you can afford to 
give It a test! 


THE WINNER! 

I’m pleased to announce that the free 
educational gift offered In Issue 59 has 
now- lx*en claimed! The winner Is ... Mr. 
John Hubbock from Liverpool. Congratu 
lotions to him and loud tuts all round to 
everyone else who didn’t bother to write! 
Finally. If you’re wondering how you can 
obtain a database of more than eight 
hundred disks in the Page 6 ST library, 
the answer is to get a copy of the Page 6 
Catalog Disk. Check the box below for 
details. See you again soon! 


HOW TO GET THEM 


The disks featured In PD World can be obtained from the PAGE 6 ST library. When 
referring to a specific disk please use the unique reference code for identification. A 
printed catalogue describing all the library disks In detail is available from PAGE 6 
at a cost of £1.95, refundable against the first few disks ordered. This includes a 
copy of THE PAGE 6 CATALOG DISK which is otherwise priced at £1. The disks 
featured this issue are: 

ST557 SUPERCARD 1.3 

ST609 FASTBASE 

ST632 FIRST BASE AND INFODISK 

Prices for standard disks are £2.95 each or £2.50 each for five or more 
but prices are lower tor members of the PAGE 6 ST Club 
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR 
Telephone 0785 213928 with credit card orders 
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John Davison jr 
for Page 6 led to 


Bring asked to write a feature 
about your career may sound 
very Haltering, but it’s actually 
quite a difficult thing to do. 

Describing your triumphs and 
agonies is very difficult to 
without coming across as 
being a bit pompous and 
aloof. What follows Is a brief 
description of how working for 
this 10 year old tome has hel¬ 
ped my career tremendously. 

What you're holding In your 
hand has probably helped me 
more than anything I have 
ever done. Although not 
necessarily the magazine with 
the largest circulation. New 
Atari User has acted as a more 
than ample platform from 
which to base a career In 
writing. 

Being a reader of what was then Page 6 magazine at a very 
young and tender age it was 8 bit computers that were all the 
rage. Games consoles such as the Atari VCS and the Intelllvl 
slon were decidedly passe and poo pooed by the general pub¬ 
lic. However everything was turned on Its head with the release 
of the Atari 520ST. Super graphics and tons of memory meant 
that 16 bit games were soon to Ik* well established. 

It was al this point that I decided to have a bash at the old 
writing lark. My Dad (yes John S. Davison and John Davison 
Jnr are related!) had been writing articles about flight simula¬ 
tors for some time and I thought it looked like a pretty good 
way of blagging free games. After all. when you're only 14 years 
old. any way of getting some free software has to be a good 
thing. 

After knocking out a review of the then state of the art" 
sports game Winter Games 1 was most surprised to receive 
a letter which read something along the lines of ... Do you 
fancy doing this on a regular basis?" Obviously. I didn’t have to 
think too hard as to my reply, and I was soon regularly 
receiving ST games to cast my discerning eye over. 

All this went on for some quite considerable time until it got 
to that awfully distressing part of life - the dreaded A levels 
and the ensuing prospect of Job hunting. Eck! As any 18 year 
old will withhold, the idea of actually going out and finding a 
Job is not the most thrilling prospect. "Hard work and earn 
ing a living" are two expressions that will strike fear Into the 
heart of any lazy sod who’s just left school. 

After bumming around through a couple of cop-out jobs 
during the summer (Marks and Spencer may be a superb 
employer but it’s hardly awe inspiring). I came across a Job 
advert at Database publications (now known as Europress and 
also the people who published the original Atari User Maga 
zinc) for a position on ST Action. After applying and being 
rejected. I soon received a phone call asking me if I’d like to be 
a part of their new' ’’exciting and-terribly-secret-so don’t-tell- 
anyone” project - Games-X. the UK’s first weekly games multi- 
format magazine. Without the writing experience gained at 
Page 6 there would have been absolutely no way that I'd have 


. tells how writing 
television stardom 


got this Job. As much as 
teachers and "vocational 
advisers’’ tell you. It really isn’t 
the qualifications that gel you 
the Job you want - especially 
in the Journalism industry. 
Most employers seem far more 
concerned with your experi¬ 
ence than whether or not you 
have A level English. 

The move to Database was a 
major upheaval involving mov¬ 
ing from the sunny climes of 
Cambridge to the dreary and 
decidedly wet weather of the 
Macclesfleld area. Just south 
of Manchester. Not only was 
this a Job move, but also I la- 
big step away from home. 
Games-X turned out to be a 
brief success and after nearly 
a year of publishing a Smash 

Hits style computer mag it was Anally decided that tin- mag 
should 1 m* folded. In It's place came the decidedly dreadful GB 
Action - a dedicated Game Boy monthly magazine. At this 
point a number of things happened which completely changed 
my career. The Job began to spiral downwards In terms of 
personal satisfaction and the prospect of redundancy seemed 
to loom ever near. Secondly, the publisher from Europress 
Interactive. Hugh Gollner. left the company and decided to 
form his own publishing company - Maverick Magazines. 

Numerous members of the Europress Interactive staff were 
tempted away to the new- company where two magazines were 
to be published - Control, a Super Nintendo specific magazine 
and Mega Drive Advanced Gaming, a Mega Drive magazine. By 
May 1992 the company was up and ready for action. 

Beginning my Job at the new company I soon worked my way 
up from stall writer to joint Deputy Editor on Mega Drive 
Advam-ed Gaming (where Hugh, the publisher and Ml) resided 
as Editor). With the Mega Drive rec eiving so much attention in 
both the specialist and general press the job has changed quite 
considerably from the old days at Page 6. The magazine Is 
currently selling between 45.000 and 50.000 copies a month 
and has contacts around the world Including America and 
Japan. Being an international machine there are times when 
it's necessary to pop over to the States to have a peep at the 
latest gear and the chance to go to something like the Winter 
CES In Las Vegas is not the sort of thing you want to miss! 

Working with a machine that receives so much exposure also 
means that from time to time the journalists manage to grab 
the odd few seconds of fame. The now infamous TV programme 
- Games Master has turned to the video games media for it's 
review section and on a number of occasions 1 have had the 
privilege of being locked in a little recording studio with the 
likes of Dominik Diamond to rec ord a number of games 
reviews. 

Looking back, it seems hardly feasible that working on a very 
loose freelance basis for a bi-monthly Atari magazine could 
result in a number of television appearances in front of about 
3 million people! Seems a bit scary when you think about it! 
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WHERE 
CAN I 
FIND.... 


The Atari 8 bit computes are. without question, the finest home computers ever designed and can 
still hold their own against any home computer. More powerful than any 8 bit and much easier to 
access than any 16 bit. it is a great pity that softuHire and hardware support Is dwindling. You 
can still find support Jor your machine, though, and this directory should get you on the right 
track. It Ls by no means comprehensive and we would he happy to receive details of any other 
companies, anywhere in the u'odd that still support Atari. 

We cannot guarantee what response you might get If you write to any of these companies, but 
give it a try. they need your support as much as you need theirs. Stick a couple of International 
reply coupons in an en tel ope anti, if you don’t get a reply, the most you lose is a few hob. Hut if 
you do get a response, it could open up a whole new world and add years to the useful life of 
your Atari. Don’t forget to keep us informed if you find good support for your Atari Cos sic. 


Software Infinity 

642 East Waring Avenue 
Stale College, PA 16801 
Good PI) selection. Have just 
begun marketing commercial 
games from overseas 

DataQue Software 

PO Box 134 
Ontario, OH 44862 
Turbo 816 16-blt upgrade 
board. TransKey hardware for 
using IBM keyboards on the 
8 bit. and other hardware 
BfirC Computer Visions 
2730 Scott Boulevard 
Santa Clara. CA 95050 
Tel. (408) 986 9960 
Huge selection of software and 
hardware Items. Also some 
new commercial games, un¬ 
available elsewhere 

Sagamore Software 

2104 Arapahoe Dr 
Lafayette. IN 47905 
Good PD/shareware selection 
with extensive documentation 

Change In Heat 

12 Bella Vista Place 
Iowa City, Iowa 52245 
Independent programmer has 
produced 2 excellent commer¬ 
cial quality games for the 8-blt 

Bresnik Software 

555 Ware Street 
Mansfield. MA 02048 
Another independent, produc¬ 
ing good educational software 
UltraBaslc 
10 East 10th Street 
Bloomsburg. PA 17815 
8-blt speciality software 

NERDS Software 

18 Wendy Drive 
Farmingvllle. NY 11738 
Printshop related software 

IB Computers 

9244 S.W. Beaverion-HUIs 


Center 


Valley Plaza Shopping Cen 
Beaverton. Oregon 97005 
(503)297-8425 

BellCom 

TO Box 1043 
Peterborough. Ontario. 
Canada K9J7A5 
The largest PD/shareware 
selection 

Compsult 

TO Box 5160 
San Luis Obispo. CA 
93403-5160 
Closeout Items galore 


No Frills Software 

800 East 23rd Street 
Kearney. NE 68847 
Closeouts A Printshop 
graphics 

Miles Better Software 

219/221 Cannock Road. 

Chadsmoor 

Cannoc k. Staffordshire 

WS11 2DD 

England 

Surely known to evcrylKxly 
and. apparently highly regar 
ded in the USA 

Bacmun Software 

1671 East 16th Street. 

Suite 629 

Brooklyn. NY I 1229 
PI) theme disks 

Alpha Systems 

1012 Skyland Drive 
Macedonia. OH 44056 

Utility software A hardware 

American Technavislon 

15338 Inverness Street 
San Leandro. CA 94579 
(510) 352 5639 

l-irge selection of commercial 
software at closeout prices, 
and hardware replacement 
parts 

Best Electronics 

2021 The Alameda. Suite 290 
San Jose. CA 95126 
(408) 243 6950 
Known as the Atari hardware 
store. If they don't have the 
part you need, nobody docs 

BRE Software 

352 West Bedford Ave. 

Suite 104 
Fresno. CA 93711 
PD/Sharcware 

C&T Computer Act! vc 

TO Box 893 
Clinton. OK 73601 

Phantoms Atari 8-bit 

Box 331 Lcvisa Road 
MouthCard. KY 41548 

Newell Industries 

P.O. Box 253 
Wylit. TX 75098 
Tel. (214) 442 6612 

Innovative Concepts 

31172 Shawn Drive 
Warren. MI 48093 
(313) 293-0730 
Accessories, hardware. PD 
software 


CSS 

TO Box 17660 
Rochester NY 14617 
(716) 429 5639 
Speciality hardware Items. 
8-blt repair service 

San dose Computers 

640 Blossom Hill Road 
San Jose. CA 95123 
(408) 995 5080 
New and reconditioned hard 
ware and software 

East Hartford Computer 

202 Robert Street 
East Hartford. CT06108 
Discontinued software for all 
computers 

Aerion Software 

TO Box 1222 

Rlverdale Station. NY. NY 

10471-1222 

Markets a new 8-blt commer¬ 
cial game 

Toad Computers 

556 Baltimore Annapolis Blvd 
Scverna l^irk. Maryland 
21 146 

(301) 544 6943 
Now offers a selection of soft¬ 
ware and rccondlttoned 
hardware 

Gralin International 

1 1 Shillllo Road. l*oole 
Dorset. BH12 2BN 
Hardware and software. In¬ 
cluding ICD products 

TWAUG 

P.O. Box 8 

Wallsend 
TVne A Wear 
NE28 6DQ 

Regular newsletter with disk 
available to members and 
non-members 

NOSAUG 

S. J. Murray 
71 Walker Road 
Toitv. Aberdeen 
ABI 3DL 

Scotland 

Producer of the excellent disk 
magazine FUTURA. also avail¬ 
able on tape 

Micro Discount (Derek Fern) 

265 Chester Road 
Streetlv. West Midlands 
(021)353 5730 
Large selection of commercial 
software, also hardware and 
replacement parts 


Tiger Developments 

26 Menzlers Avenue 
Walmer. Deal 
Kent 

CT14 7QZ 

Commercial 8-blt software 

Next, is a list of maga¬ 
zines still supporting 
the 8-bit Atari. 

ATARI CLASSICS 

170 Sprout Road/Rt. 352 
Frazer 

PA 19355 1958 
USA 

A new bi-monthly magazine 
formed by a number of dedi¬ 
cated users to keep the 8-blt 
alive in the States 

Current Notes 

122 North Johnson Road 
Sterling. VA 22170 
A truly excellent Atari-oriented 
magazine, supporting both 
8-blt and ST 

Atari Interface 

3487 Bracbum Circle 
Ann Arbor. Ml 48108 
(313) 973 8825 
A magazine supporting both 
8-blt and ST. with Input from 
Atari User Groups In the US, 
Canada and the UK. They also 
produce a monthly 8-blt disk 

New Atari User (PAGE 6) 

P.O. Box 54 
Stafford. ST 16 1DR 
England 
0785 213928 
A professionally produced 
magazine supporting both 
8 bit and ST. also large PD 
library for both machines and 
commercial software 

EXCEL (Robert Stuart) 

21 Stronsay Way 
Broomlands 
Irvine. Strathclyde 
KAI 1 1 HZ 
Scotland 

Disk based magazine and 
commercial soil ware 

This list was originally pub 
lished by the US disk magazine 
AIM in July 1991 and updated 
by Stourbridge User Group 
whose address you will find in 
eluded above. Many thanks to 
them and to all who are still 
supporting the 8bit. Long may 
it continue ! 

Please keep us informed if you 
know of any amendments. 













FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 


CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 


I 


DISK ONLY 


z ink 
1 


OUR SPECIAL 
OFFER PRICE 


£2.95! 


SUPER SPECIALS 


KABOOM 

Challenge the Mad Bomber as he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would you like to be the Mad Bomber and try to flatten 
one of your friends? Lots of excitement for one or two 
players in this addictive arcade game that won awards lor 
Best Audio and Visual Effects when it was first released 
Simple yet addictive 


ROM CARTRIDGE 

OUR PRICE £2.95 

RIVER RAID 

Activision 


with orders over £10 

Yes a £9.95 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on the Accessory Shop pages 
inside and send or phone your order. If it comes to more 
than £10 (excluding postage) we'll enclose a copy of this 
Facman type game absolutely FREE if you ask for it.* 

*NOTE the name is on disk only and will only he sent to those who 
specifically request a copy with their order 


loons 

secret? Few can. Now this 
yours at the lowest ever price 


ROM CARTRIDGE 

OUR PRICE £3.95 


MAXWELLS DEMON 

Check out the review In Issue 49. Peul Rlxon found (hie 
simple game to be quite addictive and at thla price can 
you afford not to become addle led! It s a different lype 
of game, more In the Tetrla mould than an arcade game. 
It sure makes you think and the price won't break you If 
you don't get fully hooked 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One of the most lamoue of platform games thal has you 
lumping over Ore. running over breadmllls and bombs, 
climbing ladders, sliding down poles and more with 
some great graphics. Master all 22 screens It you can 
and then create your own for neverending fun. This la 
what platform games are all about. 

DISK Recommended price 

ONLY £9.95 on disk 

SUPER SPECIAL JUST £1.99 

ZAXXON 

One of the all time classics tor the Atari. Zaxxon set new 
standards when first issued and was copied many 
times. Pilot your craft across the unique 3 dimensional 
battlefield shooting enemy fuel tanks, anti-aircraft tanks 
and missiles before launching off through space for the 
ultimate conflict with a mighty robot - tew have got this 
far! Zaxxon, often copied, never bettered and NEVER at 
this incredibly low price! 

DISK Recommended price 

ONLY £9.95 on disk 

SUPER SPECIAL JUST £2.99 


LOWEST EVER PRICE ROMS! 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO 
THE ACCESSORY SHOP. PAGE 6. P.O. BOX 54. STAFFORD, ST16 1 DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 

















